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OVER 700 PRODUCTS ..." 



The AmiExpo hit the West Coast of the U.S.A with 
an impact equalling its highly successful debut in 
New York, bringing some new and very exciting 
products. It also provided a focus that unquestion- 
ably strengthened and should encourage the whole 
Amiga community; With now over seven hundred 
software and hardware products available to Amiga 
users, the machine is clearly carving out a place for 
itself in the computer world that many believed 
would never happen. 

The Amiga now offers an enormously wide range 
of possibilities from budget games to the highest 
technical applications — a range that probably no 
other comparable computer has ever achieved and 
which is allowing the fulfillment of its tremendous 
potential. We hear that the Mount Palomar tele- 
scope is now using an Amiga in its astronomical 
work and among the fast increasing and extra- 
ordinarily broad spectrum of subscribers to this 
magazine, we have just received a subscription 
request from one of the top scientific governmental 
departments in the U.K. 

Yes, the AmiExpo reinforced the sense that the 
Amiga dimension has grown to a full international 
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scale. And there is a growing feeling that Europe is 
beginning to challenge the American leadership, as 
U.S. companies are becoming aware of the oppor- 
tunities that Europe, and the rest of the world, 
presents and as Amiga products of European origin 
start to make an impact in the U.S. 

We saw some interesting examples of transatlantic 
collaboration. The U.S. company, Aegis, used the 
Show to launch a German-written game. Abacus, 
another American company, was showing 
Germany's Databecker products which it has 
published in English — and shipped over to the U.K. 
And in the U.K. itself a games house, Grand Slam, 
bought the rights to the U.S. written novel "Hunt the 
Red October", created the computer game and is 
now successfully exporting the game back to the 
U.S.A. 

It s also encouraging to find that the readership of 
Commodore Amiga User International Magazine 
already stretches from the U.K. to Brazil, from 
Finland to New Zealand, yet more support for the 
view that — with approaching 500,000 Amiga users 
worldwide, the Amiga is already one of the few 
computers to have created for itself a global 

dimension. Antony H. Jacobson, Managing Editor and Publisher 
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VIEW 

DELIVERS ULTIMATE 
GRAPHICS POWER 



Bring the world into your Amiga with 
Digi-View, the 4096 color video 
digitizer. In seconds you can capture 
any photograph or object your video 
camera can see in full color and with 
clarity never before available on a 
home computer. Digi-View's advanced 
features include: 

•Dithering routines give up to 
100,000 apparent colors on screen 
•NewTek's exclusive Enhanced 
Hold-and-Modify mode allows for 
exceptionally detailed images 
•Digitize images in any number of 
colors from 2 to 4096 
• Print, animate, transmit, store, or 
manipulate images with available IFF 
compatible programs 
•Digitize in all Amiga resolution modes 
(320x200, 320x400, 640x200, 
640x400) 



"Digi-View sets new standards for 
graphics h a rdwa re*' -Info Wo rid 

Digi-View is available now at your local 
Amiga dealer or call: 



ONLY $199.95 




HB Marketing Ltd., 

Pier Road, North Feltham Trading Estate, 
Feltham, Middlesex, TW14 OTT 

Tel: 01 -844 1 202 Telex: 934689 HABA G 



incLusriLC 



A New 
Constellation 
Is Born 

An amalgamation of European 
and American publishers has 
produced a new name in 
software distribution — Con- 
stellation Software. The brain- 
child of Juan Holz and Jerry 
Wolosenko, it was formed 
with a view to making prog- 
rams more universally avail- 
able. They are currently 
undertaking a unique program 
aimed at getting more Euro- 
pean software titles to the 
United States. American dis- 
tributor response has been 
very enthusiastic and more 
than $1 50,000 worth of whole- 
sale orders were placed for 
immediate shipment. To sum 
up Juan Holz said, "Recrea- 
tional software is a global 
product. Its international dis- 
tribution has been limited by 
misconceptions, ignorance 
and outright exploitation. 
Constellation was organized 
to eliminate those artificial 
impediments to international 
trade." 

Contact: Constellation Soft- 
ware, 17 Saint Mary's Court, 
Brookling, MA 02146. (617) 
731-8187. 

Innovision 
Show Real 
Effection 

A very exiting new develop- 
ment in Desktop Effects has 
been released by Innovision. 
Their VIDEO EFFECTS 3D is 
said to be an extremely cost 
efficient alternative to a 
$50,000 professional 3D effects 
system. No longer will you 
have to pay up to $200 per 
hour to rent one of these 
machines. All your high quality 
3D titling sequences and logo 
animation for video post pro- 
motion can now be done 
simply and cheaply on the 
Amiga. The package creates 
sophisticated 3D effects by 
manipulating high resolution 
IFF picture files. Instead of 
simply transitioning 2D logo 
screens on and off, as is the 
case with ordinary 2D effects, 
VIDEO EFFECTS 3D provides 
3D manipulation of text ob- 
jects. This enables the user to 



CSA Worm 
Their Way In 

The first and only Back-up 
and WORM (Write Once, Read 
Many) optical disk drives for 
the Amiga have been released 
by Computer System Asso- 
ciates. CSA's new tape stream 
backup systems provide ex- 
tremely fast transfer (750 
kbits/sec) and storage of data 
from standard SCSI hard 
d rives (75 1 PS) . They can also 
be used to transfer little-used 
fi les from a hard disk to a CSA 
removable tape cartridge, thus 
leaving room for new informa- 
tion and cutting down the 
number of hard drives it is 
necessary to purchase. The 
WORM-800 high capacity 
Write-Once-Read-Many opti- 
cal disk drive uses front load- 
ing, removable, doublesided 
optical disk cartirdges to prov- 
ide 800 Megabytes of inexpen- 
sive, reliable and non-alterable 
storage. It can be mounted 
internally in the Amiga 2000. 
Both the Tape Stream Back- 
up and Optical WORM drives 
are designed to operate with 
CSA's SCSI controller card 
and come complete with their 
software driver package for 
ease of operation. 

Tape Back-up units start at 
$1 595.00 and WORM — 800 is 
from $5995.00 



FACCII 

Amiga Centre Scotland have 
asked us to mention that the 
price for Face II is now only 
£24.00 inc VAT. 



create a new class of effects 
such as Compress, Zoom, 
Tumble, Turn and Spin, all 
with true 3D perspective! Also 
included are: Moving Shadow 
Cast and 3D Solid Logo Extru- 
sion. Optional AUTO EFF- 
ECTS disks are also planned 
for the future, which will 
enable additional miracles to 
be performed such as Page 
Peel, Shrivel and other exotic 
warping-type effects. 
Price: $199.00 

Contact: Innovision Tech- 
nology, P.O. Box 743 Hayward, 
CA 94543. (415) 538-8355. 



Linel Goes 
Crack! 

Linel the Swiss programming 
team who created Goldrunner 
and the brilliant Insanity Fight, 
(the Oskar winner for the best 
Arcade game) are finishing a 
Breakout style game for the 
Amiga — called Crack. It 
promises to be a successful 
as Linel's earlier hits. It will 
have, Linel tells us, superb 
background graphics, several 
modes to choose from includ- 
ing one or two player and 
battle mode and there is also 
a choice between mouse and 
joystick. 

One interesting and original 

The Next 
Generation 
In Debugging 

Manx Software have released 
their latest version of AZTEC 
C68K for the Amiga. Version 
3.6 of this program features 
thei r AZTEC SDB source level 
debugger. It is currently the 
only C development system 
with a source level debugger 
for the Amiga. SDB has been 
designed for speedy response 
and ease in debugging. BACK 
TRACING allows the user to 
display all active function 
names and the values of pas- 
sed parameters. It is possible 
to examine any variables that 
are visible from any active 
function. Command Macros 
and procedures are supported 
as are conditional breakpoints. 
C source and command output 
can be displayed separately 



idea will be a bonus game 
between levels. This is a comic- 
style character called Herbie 
Stone who has to catch as 
many coconuts as possible 
and jump over nasties like 
snakes. It seems that Linel is 
planning to include Herbie 
Stone in many of its future 
games. 

Crack will also include a 
construction set to produce 
your own levels, though with 
a reputed 120 levels already 
included — possibly, they 
say : rising to 700 levels — it 
would seem that Crack will 
have more than enough to 
challenge any Breakoutaddict. 



thanks to the use of WIN- 
DOWS. TRACING can be 
done line by line or by function. 
Other useful features include: 
Examination and modification 
of global, local and static 
variables, structures orexpre- 
ssions by name; the ability to 
print out structures with ele- 
ments and their types; and C 
expression evaluation. 

The Manx C compiler runs 
quickly, writes fast, compact 
code and is described by 
Manx as "The most powerful 
debugger availabe for any 
microcomputer". 

Aztec C68 is available in 
two different versions: Aztec 
Professional costs $199 and 
Aztec Developer £299. Manx 
are offering SDB for the intro- 
ductory price of £75 and 
Library source costs £300. 

Contact: Manx Software 
Systems Inc., One Industrial 
Way, Eatontown, NJ 07724. 
201-542-2121. 
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Progressive Peripherals and 
Software have announced the 
release of several new and 
exciting products: 

Framegrabber 

This a real time video digitizer, 
comprising both hardware and 
software. Colour or black and 
white images can be captured 
from a VCR or home video 
camera in 1 / 30 of a second. It 
supports screen resolutions 
from 320 * 200 to 640 * 400 
and overscan (352 x 240). The 
hardware has its own power 
supply and dynamic RAM for 
storing digitized images before 
passing them on to the Amiga 
via the parallel port. Images 
may be stored either as raw 
RGB pictures or in IFF format. 
A Save Frame feature has 
been included toenablesmal- 
ler portions of an image to be 
saved. Multiple exposure mode 
improves clarity, reduces 
image noise in static images 
and can be used to create 
special effects. Framegrabber 
may be used with the Amiga 
500, 1000 and 2000. 
Price: $499.95. 

Dr. Term 
Professional 

A professional terminal prog- 
ram for the Amiga 500, 1000 
and 2000. It allows Amiga to 
mainframe communication. 
Each of the three hundred 
entries in its internal phone 
book may have custom com- 
munication parameters. Up 
to 40 different macros may be 
programmed using the func- 
tion keys and macro files can 
be called from the configura- 
tion file. Script language is 
included and allows the user 
to define and execute a series 
of commands. The Remote 
mode, with its multiple level 
password, acts like a mini- 
BBS and also allows transferr- 
ing of files from one computer 
to another. Dr. Term Profes- 
sional's emulation capabilities 
include: VT100, VT52, TTY 
and Dr. Term Pro. It comes 
complete with an extensive 
manual and which covers all 
aspects of the program, inclu- 
ding YMODEM and WXMO- 
DEM. Price: $99.95 

Contact: Progressvie Peri- 
pherals & Software, Inc., 464 
Kalamath Street, Denver, 
Colorado 80204. (303) 825- 
4144. 



EXP RAM 
Expansion 
Series For 
The Amiga 
500 

This comprises the EXP-512, 
EXP-1 000 and EXP-8000+. The 
EXP-512, expands the Amiga 
to 1 Megabyte and includes a 
battery-backed clock/calen- 
dar. The EXP 1000 adds 1 
Megabyte of RAM inside the 
Amiga 500, is totally trans- 
parent and compatible with 
the EXP-512. The EXP-8000+ 
comes with 2 Megabytes of 
RAM on board, and is expand- 
able up to 8 Megabytes. There 
is an optional 68010 processor 
and 68881 math coprocessor. 
It is compatible with the rest 
in the range and like the 
others, iseasily installed inside 
the Amiga. 

Price: EXP-512: $169.95 
EXP-1 000: $399.95 
EXP-8000: To be 
announced. 

ProgerT 
Genlock 

This is a high quality (RS- 
170A standard) genlock. Its 
parallel Chromatic Processing 
is based on custom VSLI chip 
technology. Foreground Back- 
ground, Amiga cut and Video 
in are all software selectable. 
ProGEN provides composite 
colour video output and does 
not distort the Amiga's gra- 
phics. It is more than a hobby- 
ist's tool and even the most 
demanding professional 
should find it fully adequate 
for high quality work. 
Price: $399.95. 



Virus at Ten 

The Virus on the Amiga has 
reached such proportions that 
it has now received national 
coverage on U.K. TV's News 
at Ten. For those of you who 
did not see it, there was a 
short explanation in very 
simple layman's terms of how 
it works. It was referred to as 
"High Tech vandalism". Rep- 
orter Lawrence McGinty trea- 
ted us to a "reconstruction" of 
an extremely shady-looking 
character placing a disk into 



Video Toaster 

One of the undoubted stars of 
the Los Angeles Ami-Expo 
was Video Toaster, an incred- 
ible broadcast quality Genlock 
and real time full colour digi- 
tizer all rolled into one. Two 
years of development have 
produced a Desk Top video 
system capable of creating 
those weird and wonderful 
video effects we have all seen 
on T.V. (You know the type of 
thing. . . where the subject is 
wrapped around a ball, squa- 
shed and then posted through 
a letterbox!). Video Toaster 
enables real time broadcast 
quality video effects such as: 
Page flips, turns, Spheres, 
Montage, Pushes, splits, trans- 



an Amiga in a shop with the 
intention of spreading the 
virus. Interestingly, Tony 
Deane, of Silica shop was 
heard to say in an interview 
that for a shopkeeper it is 
"quite a serious problem." He 
says that "He's got a lot of 
software on the shelf that's 
cost him a lot of money and as 
soon as he gets a computer 
that's got the virus, that can 
infect one of his disks and 
that can then be transferred 
to his other shop stock. So he 
could end up with thousands 
of pounds of software being 



positions, blinds, Pixel izations, 
Fish-eye and much more. It 
can capture and display full 
colour video images at 60 
times persecond and supports 
all of the Amigas graphics 
modes including HAM and 
half-bright. 

NewTek are also working 
on a number of add-ons for 
the Video Toaster which 
should include: Real-image 
processing support, TMS 
34010 video co-processor, 
Chroma-key, Professional 
paint program and Programm- 
able video switcher. 

Contact: NewTek Inc., Top- 
eka, Kansas 66603. 



wiped out." — Hasn't anybody 
told Tony that the virus cannot 
penetrate plastic packaging? 
Always buy software in its 
original wrapper. This is the 
best assurance of its new 
condition. We were amused 
also, to hear that engineers at 
one of the biggest distributors 
of the Amiga "have devised a 
virus killer program." Could 
this have been promoted by 
the overwhelming response 
to our own Virus Killer offer? 
Remember where you saw it 
first, folks! 
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BLITZKRIEG 

AT THE 
ARDENNES 

BY Command Simulations 

A World War II simulation written for the 
Amiga, one or two players, colour graphics, 
sound effects, artillery, supply, terrain 
effects, V2 rockets, paratroopers, sabo- 
teurs, fuel dumps, air bombardment, 
weather . . .£29.00 incl. VAT 



Monday-Saturday 1 0.00 am/6.00 pm 
Access/Visa/Eurocheques accepted 
Postage & Packing (UK, Europe): add £2 
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Robtek and 
the Amiga 

Robtek has announced the 
release of four games on its 
Diamond Games Label. Dia- 
mond Games says these are 
some exciting new titles to 
add to its range. 

Champ is a fast-moving 
and realistic boxing game 
featuring the most "spectacu- 
lar computerised f ightes ever 
seen". Atmosphere is created 
with some authentic noises 
and sounds — (grunts and 
punches so audible, Robtek 
says, you can almost feel the 
sweat!). 

For added interest the 
player has a choice of four 
competent fighters of varying 
weights, from macho to 
exceedingly macho! 

Continuing on the sport 
side, Diamond Games are 



Communicate's 
C-Fax 

A U.K. company, Communi- 
cate, has developed a pro- 
duct which moves the PC and 
fax markets a step closer 
together. 

The C-Fax comes in two ver- 
sions. The more higher level 
option (£1,195) features an 
additional port for interfacing 
with a low-cost dedicated 
facsimile machine, enabling 
the PC to use the fax machine 
as a combined printer and 
scanner. 

The link to the card is 
modem style with a telephone 
jack rather than the normal 
RS-232 method of intercon- 
nection. The basic model 
without the extra port will sell 
at £995. 

Communicate claims that 
C-Fax will come with soft- 
ware which allows it to oper- 
ate in true background mode. 
Early versions of other fax 
cards had to use Softlogic's 
DoubleDOS utility in order to 
achieve background opera- 
tion. 

C-Fax software should also 
allow users to 'hot key' out of 
an application in order to 
compose and send a fax. 
Faxes can be created from 
files produced in a variety of 
ways, using input from word 
processors, graphics and 
desktop publishing packages 
as well as scanners. 



releasing Crazy Football. This 
is an arcade game in which 
the player has to kick four 
footballs out of a tricky maze 
— simultaneously. With only 
one pair of legs Robtek reck- 
ons this is something that's 
going to require more than 
just a bit of practice. 

Pinball is an old favourite of 
which it seems no one ever 
tires. The pre-runner of all 
arcade games, Robtek's ver- 
sion faithfully re-creates the 
original. 

Starways is said to be a 
game for the quick of mind 
andnimble fingers. Join in a 
hyper-network of space; 
dodge your way around the 
disappearing track and somer- 
saultover the bottomless pits. 
Starways features 21 levels of 
action. 

One other Amiga title from 
Robtek is to be released on its 
budget label, Kingsize Games. 

Nakamoto is an arcade plat- 
form game with 55 levels! In 
this game you are a Chinese 
man with a mission — albeit a 
very strangeone — that is to 
collect as many pieces of junk 
as possi ble. The package also 
includes a free construction 
set. 

Nakamoto will be available 
at the budget price of £9.95. 

Logic bomb 
charge fails 
to go off 

A consultant accused of 
planting logic bombs in a 
company's computer was 
freed when the judge ruled he 
had no case to answer. 

James McMahone (32) from 
Watford, had pleaded not 
guilty to four charges of crim- 
inal damage and one of 
attempted damage, to disks 
and systems owned by Pan- 
dair Freight. 

The trial made legal history 
as "the first case ever prose- 
cuted in the Crown Court in 
which the act of criminal 
damage is alleged by the 
insertion of a code into a pro- 
gram and a disk", said David 
Radcliffe, prosecuting. 

The judge, Derek Holden, 
however said the evidence 
was unsatisfactory. He direct- 
ed the jury to acquit McMahon. 

The court heard that in 
1985 McMahon was employ- 



Machine 
Vision 

Machine Vision, in which a 
video image is examined by 
complex digital circuits to 
recognise shapes and patt- 
erns and make decisions on 
production lines, has been 
taken a step further by US 
company Cognex of Need- 
ham, Massachusetts. 

The company has designed 
an application-specific inte- 
grated circuit (ASIC) that car- 
ries out a number of pro- 
cesses in machine vision 
which would otherwise need 
nearly 1 00 off-the-shelf chips. 
It also loads at three times the 
speed and about a tenth of 
the cost of the equivalent 
conventional circuits of Cog- 
nex's current machine vision 
products. 

The company will incorpo- 
rate the chip into its next 
generation of systems and 
will also be making it availa- 
ble to other system manufac- 
turers. Advantages are higher 
preformances, lower cost and 
more compact equipment. 



ed by Pandair Freight to write 
file handler software for use 
on its Dec PDP-1 1 computers. 

He was alleged to have 
coded in three logic bombs, 
either for revenge at losing a 
contract for a system at a dif- 
ferent com pany, or as a means 
of keeping his company regu- 
larly employed with mainte- 
nance work. 

The first bomb went off at 
Heston on 7 January 1986 
causing the computer system 
to work on only four of 20 
terminals. 

"Afterfourand a half weeks 
in court, it had been estab- 
lished that there were only 
two people who had the tech- 
nical ability and the user- 
specific information about the 
victim's computer operations 
to have bombed the compu- 
ter, the defendant and the 
chief prosecution witness," 
said defence barrister, Alis- 
tair Kelman. 

The virus presently causing 
concern in the Amiga soft- 
ware Is a form of logic bomb. 



A Reason To 
Write 

The latest offering from The 
Other Guys is REASON, a 
program designed to aid 
writers and editors. It will 
proofread text and analyze its 
style and prose. The program 
refers to its large database to 
spot any irregularities in the 
text. Your document may be 
categorized and then com- 
pared with similar reference 
files, checking for readability 
and sentence characteristics. 
Reason will suggest improve- 
ments to your writing when/if 
it considers it to be approp- 
riate. The Word Analysis sec- 
tion of the program will check 
your offering for sexist terms, 
acronyms, abstract words etc. 
and the proofreader will warn 
you of any double words, 
spelling errors, split infinitives 
and so on. Price: $395.00 

Contact: The Other Guys, 
55 North Main Street, Suite 
301-D, P.O. Box H, Logan 
Utah 84321. (800) 942-9402. 

Epyx At War 

U.S. Epyx Gold in conjunction 
with Epyx have produced two 
new battle simulations for the 
Amiga; DESTROYER an ac- 
tion/strategy game set in World 
War two, where you are in 
command of a fully-armed, 
U.S. Navy destroyer. The 
game requires you to master 
not only the navigation and 
control of the bridge but also 
the various weaponry on 
board. 

SUB BATTLE SIMULATOR, 
on the other hand, gives you 
that chance you have always 
been looking for the captain 
one of the six U.S. Navy 
submarines or German U- 
Boats during any year from 
1939 to 1945. Each vessel is 
unique and painstakingly 
authentic, so there is a great 
deal more to the game than 
simply charging into battle. 
Every aspect of underwater 
warfare has to be considered, 
from navigation to depth 
charges, to weather and 
repairs. 

Both games represent a 
real challenge to the 'War- 
games enthusiast'. 
Price: £24.99 each 

Contact: U.S. Gold Ltd., 
Unit 2 & 3 Holford Way, 
Holford, Birmingham B6 7AX. 
(021) 356-3388. 
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SE SYSTEM 



NOW EXTEND 

YOUR REACH 



Superbase Professional is one of the most advanced databases 
ever produced for the Amiga™, it represents a technical and 
commercial breakthrough which will allow you to advance your 
expectations of a database beyond that of any existing system. 
Superbase Professional was conceived as a 'no limits' database; 
your only limitation is the capacity of your machine. Whatever the 
application, Superbase Professional has the power to achieve it. 

The Graphics Applications Generator 

With the Superbase Professional Forms Editor you can create 
custom applications relating multiple files. It is a unique graphic 
design tool used to create forms using patterns, lines, boxes, text 
fonts, graphic images and fields from any file - in colour. 
Superbase Forms possess the intelligence to generate linked 
records, then retrieve and display them automatically without any 
programming. It is the ideal developers tool. 

HHH Total text integration 

An integral text editor allows a mail merge interface to the 
database and the ability to link text files to records. The Superbase 
text editor ai lows you complete freedom to use any amount of text 
within your database files or can be used simply for your day to day 
correspondence and typing requirements. Superbase Professional 
can search any ASCII text file even if it wasn't created by 
Superbase. 

Database Management Language 

Superbase Professional's unique Database Management 
Language gives you access to ail the power of your computer. 
Should you need to, this fourth generation programming language 
allows you to write entire applications in just a few lines of 
program code. 



As easy to use as a VCR... 

With Superbase Professional you have data retrieval at the 



press of a button. 



II 

Pause 



Stop First 



Rewind Previous 




Current Next F/Forward Last 
The video style controls mean that you can use and preview 
your data with the minimum of effort. 

HHm . . . with unlimited processing potential 

All the field types of a powerful modern database including 
date and time arithmetic, cross file lookup, calculation and 
validation allow you to exploit your data to the full. 

Unrivalled ease of use with unsurpassed power: a combination 
not achieved until now. 

■H Professional back-up 

. Superbase Professional has the full backing of Precision 
Software's technical team. 20 hours FREE telephone hotline 
during normal working hours for the 90 days following registration, 
and Extended Support Schemes to suit al 1 users for purchase after 
that time. 

Minimum System Requirements 
Version 1 2 system software 

1 floppy disk drive 51 2K RAM (1 megabyte recommended) 

Price: £249.95 (incVAT) 

Registered users of Superbase Personal write for upgrade price and procedure. 



TM 




PROFESSIONAL 



Precision Software acknowledge all trademarks 



Precision 
Software 



For further details contact 

Precision Software Limited, 6 Park Terrace, Worcester Park, Surrey KT4 7JZ. 
Tel (01 ) 330 71 66, Fax (01 ) 330 2009, Telex 8955021 PRECIS G . 
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It's hard to beat a good blaster, 
and this one will be especially 
difficult to beat Xenon is the 
first game to be released on the 
Melbourne House 16-bit label, and 
is everything a first release should 
be. 

Xenon is by no means original, 
and takes elements from most 
vertically scrolling space games, 
with just a few new ones. The 
basic idea is to negotiate four 
levels of nasty alien beings and 
machines of progressive difficulty. 

Select one or two players and 
the game can start. As with most 
games of this type, a status panel 
to the right keeps track of score, 
fuel etc., with a VDU in the centre. 
Before the action gets underway, 
the VDU zooms in on a robot-like 
man who announces "Sector One", 
and does the same for each of the 
other sectors. The digitised 
graphics are very smooth, and the 
sampled voice, although quiet, 



gives excellent first impressions. 

Your craft has been designed to 
be adaptable to its surroundings, 
and can transform from a land- 
based vehicle, to a more 
conventional space ship. As you 
would expect, its weapons are 
basic to begin with, just a single 
cannon. Blasting a few rotating 
gun turrets soon earns you more 
fire power in the form of wing- 




6D7 
IT 



mounted cannons. Apart from the 
usual bas-relief landscape and 
aliens, there are some harmless 
looking ladybirds that absorb a 
shot before dying. This first level 
has some very impressive effects, 
such as the explosions, and the 
guns that rise up out of the 
ground. 

"This first level has some 
very impressive effects, 
such as the explosions, 
and the guns that rise up 
out of the ground" 

Your weapons are not limited to 
wings; super lasers, shields, 
homing missiles and up to three 
balls that follow you about 
zapping everything in their way 
are all yours for the taking. With a 
bit of practice, you could have 
most of these throughout the 
game. 

When the half way stage is 
reached, a motheiship has to be 
continually zapped in its weak 



10 AMIGA User International 



Melbourne House 



spot until it blows. Another has to 
be dealt with at the end of the 
level. The level one motherships 
lack a bit of imagination, but 
consequent ones get bigger and 
better. There is a change of 
scenery in level two as you're 
confined to spaceship mode. 
Flying through a dark tunnel, 
avoiding the sides, the aliens get a 
lot tougher, perhaps a bit too 
tough, but they also get more 
detailed. Not only are they bigger, 
with more powerful guns, but they 
take a good amount of laser fire 
to destroy. 

Sector three returns to the style 
of the first level, and the final 
sector is similar to the second with 
complex metallic ships replaced by 
slimey blobby things. 

Its difficulty seems just about right 
to keep it challenging, whilst 
avoiding too much frustration. 




Getting through the sectors is 
going to take a while, but should 
still hold your interest long enough 
to keep you trying. The game isn't 
without its faults, playing through 
the first level each time can be a 
mite tedious, and a bit more 
weaponry at the start of the 
second level would have been 
useful. Changing between the two 
ships can be done by pressing the 





i H 
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spacebar, but most people will opt 
for a quick wiggle of the stick in 
the same method that proved so 
popular in Wizball. 

David Whitaker has done a 
good job with the music. The 
samples he has used don't 
overshadow the game, but play 
along nicely in the background. 

Xenon does have the odd 
annoyance, such as when the ship 
transforms when you're simply 
wiggling the stick to avoid the 
flak, but in general is great fun. 
Graphics, sound and gameplay are 
all very good, and it is very 
reasonably priced at £19.99. If you 
havent yet got a scrolling zapper 
in your collection, Xenon is the 
one to go for at the moment, and 
even if you have, I'd still 
recommend it as one of the few 
games that has reached a true 16- 
bit level in design and quality. 

Price: £19.99 The Bitmap Brothers 

Y j£ (rpc^E 40) 
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Gee Bee Air Rally 



Activision 





3D car race games have been around In 
arcades right from the start, the very simple 
Night Driver being the first I remember. 
Although games have become far more 
impressive since then, the basic idea of driving 
along a winding road at high speeds has 
remained Just as appealing even now. Gee Bee 
Air Rally continues the theme, but replaces cars 
for light aeroplanes. 

On loading, the player is greeted with a well 
drawn picture setting the scene, and 
accompanying music with some original 
sounds. One more plccy later, the game can get 
underway. That Is, after one of three skill levels 
has been selected. Each event is played 
against the dock and other planes, and takes 
place over a large desert. 

The view is from behind your plane, In the 
popular 3D style. Air Rally differs from any 
similar car game In that you can fly up and 
down as well as left and right. When at its 



highest point, the plane will be flying slowest, 
and at top speed when flying low. This means 
that dodging rival racers isn't as easy as just 
flying over or under them, and gives the game a 
new gameplay element not found in such car 
games. 

A number of opposing planes are raced 
against over conventional courses, with the odd 
variation on the theme. 

As well as the music, samples can be heard 
throughout the game to give it a more realistic 
feel. Lucidly, your pilot is equiped with a 
parachute in case of emergencies. In the event 
of a crash, you are shown the pilot floating 
down the earth, followed by one of a few 
embarasslng landings, be It in a pig sty, or In 
the middle of a sun-scorched desert. 

Gee Bee Air Rally looks to be a very promising 
variation on a proven theme, well worth keeping 
an eye out for. 
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DIGIPIC 



Video Guru Bill Hardwick grabs a 
picture or two with JCL's new fast 
video digitiser. 



W hen I receive anything new 
for my Amiga the first thing I 
want to do is connect up and 
have a try and manuals like the one 
which comes with the Digipic video 
digitiser get you off to a good start. 
Page 1 is entitled IN A HURRY? and 
gives just enough information to get 
you started, although whilst 
connecting the 9" x 7" x 3" Digitising 
box to my Amiga I was puzzled to see 
two plugs at the Amiga end of the 18" 
ribbon cable. After checking the 
manual I discovered that these allow 
the unit to plug into the 1 000, A500 or 
A2000 Amigas, a nice touch which 
keeps the unit compatible with all 
models. 

Page 2 is WHAT YOU WILL NEED 

and tells us that 51 2K of memory is 
the absolute minimum. After 
connecting up the digitiser to my 
Amiga I found that the drop down 
menus in the software were blank. A 
few minutes of trial and error found 
the problem. It seems that to use the 
system with only 51 2K I had to 
remove my external disk drive, as the 
memory it used (20K) did not leave 
enough room for the digitising 
software to function correctly. Being 
restricted to one drive, however, did 
not cause too many problems as the 
software is memory resident and has 
an easy to use Projects Menu. This 
reduced the need for constant disk 
changes but did mean some 
functions were limited in use. 

I was using a Panasonic CCTV 
camera, which has given me very 
good results with other digitisers. Be 
warned - the type of camera you use 
for digitising WILL effect the end re- 
sult.... sometimes dramatically! It 
wasn't long before I was able to pro- 
duce some very good pictures in 16 
shades of grey which, using the ex- 
tensive menus, could then be easily 
manipulated giving a wide variety of 
effects. 

One particularly impressive feature 
is the LOOP function. This allows fo- 
cussing of the camera and position- 
ing of the picture whilst Digipic 
rapidly digitises/displays/digitises... 



There is a separate piece of 
hardware that comes with the digi- 
tiser, the EGSA (Extended Grey 
Scale Adapter) which when con- 
nected between the Amiga and the 
Monitor/Modulator extends the grey 
scale from 16 to 32 shades. This in- 
creases the quality and apparent re- 
solution of pictures considerably 
BUT .... only if the EGSA is connected 
both for digitising AND the displaying 
of pictures. Unfortunately this means 
that you can't give a copy of your 
latest picture disk to a friend if it has 
been done using EGSA. 

The 50-page manual is well written 
and as well as sections on how to use 
the tools and options, contains a sec- 
tion covering the technical side of the 
digitiser, including instructions on 
how to make fine adjustments to the 
incoming video signals. Apart from 
its lack of a proper index it is easy to 
read and gives a wide range of ideas 
and suggestions for the use of pic- 
tures, everything from filing systems 
to cartoons. 

; j 
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Having used the Digipic digitiser 
for some time now, I would imagine 
that for someone who does a lot of 
graphics work and/or Desktop Pub- 
lishing it would be a very useful piece 
of equipment. It is well constructed, 
easy to use and can produce some 
very pleasing results when using the 
grey scale. I do feel that the colour 
pictures it produces are not quite 
what I would expect from a digitiser 
costing over £300. However, it will 
grab images very quickly and allows 
pictures to be taken from 'live' video 
without any sign of motion blur etc. 
This in itself goes a long way towards 
justifying the cost. 

To give you an idea of how fast it is I 
connected a video player instead of a 



camera and was able to grab pic- 
tures whilst the video was playing. 
Depending on the amount of memory 
you have available the Multi function 
allows the capture of several images 
in sequence which could be the basis 
of some interesting pieces of anima- 
tion. The Multi function is also used 
for colour digitising which works by 
taking three shots of the same pic- 
ture using the Red, Green and Blue 
filters to build up a colour image. The 
resulting picture is reasonably good 
but does not begin to compare with a 
good digitised HAM colour picture. 

The Digipic software comes on one 
disk which is not copy protected and 
the manual advises making a backup 
copy for general use. (This is good 
practice for any software). The disk is 
self booting and when loaded the 
program contains a large variety of 
options for producing pictures, alter- 
ing contrast and brightness, chang- 
ing the grey level threshold, in fact a 
very comprehensive set of features 
for the manipulation of the digitised 
images (some interesting effects can 
easily be created). Using some of 
these features, pictures can be ad- 
justed to obtain the best results with 
a dot matrix printer, although as there 
is no printer option in the program, 
this can be rather time consuming as 
you would need to alter a picture, 
save it, load a paint program and then 
print the result before you could see if 
further adjustment was required. It 
would have been useful to have a 
printer option as the program could 
then be used without connecting the 
digitiser and various options tried 
straight to the printer to see the ef- 
fect, which often looks different on 
paper. One function I particularly 
liked was the Frame and Save combi- 
nation which meant I could clip and 
save just a part of a picture and as 
each full screen picture can take 20K 
to 40K the disk space saved by just 
using clips of a picture can be con- 
siderable. 

B.H. 



Price: £299.00 plus VAT 
Contact: Precision Software Ltd, 
6 Park Terrace, Worcester Park, 
Surrey KT4 7JZ. 
Teh 01-330 7166. 
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RUBY-COMM 

by Y2 Computing Ltd 

Computerised Communications offer tremendous 
advantages over conventional link-ups. 
Here Andy Eskelson examines Y2's Rubycomm package. 



Communications between 
computers is probably the 
fastest growing areas in the 
world of computing. The Amiga has 
built-in facilities for communications 
but like many such things they are 
very simple and do not allow the 
error correction and display modes 
that are used by many of todays 
database and bulletin boards. 

To meet this wide range of require- 
ments Y2 Computing have produced 
two packages, Ruby-View and Ruby- 
Term, known collectively as Ruby- 
Comm. The general layout of the 
two programs is very similar to the 
normal Amiga pull down menus and 
requesters. The Ruby-View program 
is intended for use with VIEWDATA 
i.e. Prestel type databases. This 
gives the user easy access to the 
graphics and functions of-the view- 
data type databases. There are four 
different display sizes ranging from 
bijou (approx 1 / 4 screen) to full 
screen, the bijou size is a bit hard on 
the eyes, but it does enable you to 
get a good idea of the screens 
contents. Editing is supported via a 
separate screen with its own pull- 
down menu this is very easy to use, 
as all the main functions like colour 
changing and graphic modes are 
activated using the function keys. 
Graphics are very simple on view- 
data, very much like the teletext 
system, where each character cell is 
divided into six pixels and various 
combinations of these six pixels can 
be printed. To make things even 
easier you can use the mouse to 
draw at this resolution so designing 
your own frames is very easy. 

While online you can save frames 
to the disk by name or they can be 
sent to a "log" file, the advantage of 
which is it's speed, only taking a 
couple of seconds to save the frame. 
It is also possible to save the edit 
window which is very fast, and 
modifications can be done while 



online by using the edit window. 
Another function that makes life 
easy it the "grab" function, this 
enables information to be moved via 
mouse, between two windows. 

"I could edit and sort out 
into various sub files the 
frames, and ditch the 
frames I was not inter- 
ested in." 

All in all Ruby-View is a very nice 
package that is easy to use. A few 
problems exist with the package, 
the most serious is that when sending 
from the edit window the transfer 
rate is EXTREMELY slow, so slow 
that it is possible to out-type it! This 
makes for extended on line time, 
and Y2 need to get this problem 
sorted out. The other problems are 
purely personal and are about the 
log files and the save frames function. 
I would have liked to see a slightly 
improved system to allow the transfer 
of frames to other log files and 
discreet saved frames, and vice- 
versa, my idea was to go online and 
snatch any mail and frames that I 
wanted and put it into a log file, then 
when offline I could edit and sort out 
into various sub files the frames, and 
ditch the frames I was not interested 
in. Very minor, but it would have put 
the icing on the cake for me. The last 
problem is the manual. Not too bad 
but it is rather messy and not very 
well laid out. Finding the # and * 
keys were a bit of a problem as these 
keys are used for number entry and 
the return keys. Y2 have imple- 
mented these keys as the * and — 
keys on the KEYPAD for the * 
function and the + and ENTER 
keypad keys for the # function. This 
info was buried deep in the manual 
and was overlooked several times! 

Ruby-Term is the program that 
allows access to scrolling type data- 



bases and allows the user to upload 
and download files using two of the 
most common protocols XMODEM 
and KERMIT (and it wasn't named 
after the green frog) Saving and 
loading is easy and functions without 
any problems, in fact Ruby-Term is so 
easy to use it's a bit of a problem to 
describe it! What better praise can 
be given to a program. 

Built into Ruby-Term are VT100, 
VT52 and standard ASCII terminal 
emulators. These provide compati- 
bility with just about every database 
about, and also make it possible to 
use the Amiga as a dumb terminal 
into another system. VT100 is by far 
the most common terminal, and 
R u by-Te rm em u lates th is type f ai t hf u 1 1 y 
without any apparent problems. 

"The modem configura- 
tion needs to be per- 
formed once, so that the 
programs know how to 
drive your modem. " 

Finally there are a couple of files 
that are common to both Ruby- 
Term and Ruby-View. They are the 
directory and directory editor, and 
most importantly the modem instal- 
lation program. The directory holds 
the number and the type of service 
and also the setup needed for the 
service, including any logon strings. 
As you would expect the directory 
editor provides a means of adding to 
the directory or deleting/modifying 
the directory entries. A little more 
thought could have been put into 
the operation of this program, but it 
is easy to use and would probably 
only take the average user half an 
hour to find out its idiosyncrasies. 
The modem configuration needs to 
be performed once, so that the 
programs know how to drive your 
modem. Drivers for Hayes, WS3000/ 
4000, Tandata TM512, DaCom AA- 
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AD modems and Manual modems 
are already set up, and instructions 
are given on how to create a driver 
should your modem not be compa- 
tible with one already catered for. 

In all a very nice package but it is 
rather pricy perhaps at around £1 70, 
and for that sort of price ticket I 
would expect a package with many 
more features. At least the disk is 
not copy protected, but uses a 
dongle plugged into the joystick 
port, a much more sensible form of 
protection. 

A.E. 



ws 

4000 

Modems come in many shapes and 
sizes nowadays, and the range of 
intelligent modems is growing all the 
time. MiracleTechnology have produced 
several modems, themost famous are 
their WS series and the C64 Multi- 
modem. It is a logical progression that 
they should enter the field of intelligent 
modems, and they have done so with 
the WS3000 and WS4000 models. The 
WS3000 is the full spec version and is a 
large outlay at over £750. A more 
reasonable entry point however, is the 
WS4000, this is a cut down version of the 
WS3000 but it CAN BE UPGRADED to 
the full V22bis standard. The WS4000 
starts at about £190 and is standard 
V21/23. Thas is 300/300, 1 20/75, 75/1 200, 
1200 half duplex and 600 half duplex. 
Both orginate and answer modes are 
available. The way the modem is con- 
trolled is rather strange if you have 
never used an intelligent modem before, 
becausethe modem has no switches on 
the front at all, instead the modem is 
controlled by the terminal issuing 
special control characters. 

To control the WS4000 the Hayes AT 
command set has been implemented 
which simply means that you prefix a 
command to the modem with the letters 
AT, so to dial a number you would send 
the command ATD1 23456 cr to the 
modem, the same is true of all the 
commands. Another function that the 
modem has is speed buffering, this is 
very nice if your terminal or computer 
cannot support the split speeds of 
services like Prestel. Simply stated it 
means that the outgoing transmission at 
1200 from your terminal will be con- 
verted to 75 bps by the modem. 

Upgrading the WS4000 is more expen- 
sive than buying a WS3000 and it also 



QUATTRO 

A new and rather expensive 
modem . . . and an established 
modem with an upgrade . . . 
but are they value for money? 
. . . Andy Eskelson finds out. 



The Quattro modem by Dowty 
Information Systems is a profes- 
sional grade modem, with multi 
standard operation, and at over £750 it is 
one of the most expensive modems on 
the market today. What you get for that 
much money is a V22bis modem (full 
duplex at 2400bps) as well as V22, V23 
and V21. It is a self contained unit, 
including the power unit, so there are no 
"bricks" to trip over, and it is housed in a 
robust metal case. 

There are several switches on the 
front panel allowing the control of the 
audio dial, test functions and off/on 
hook function. The unit has a 20 number 
store that can contain the number, name 
and if any, the logon string for each 
number. There is a way of hiding the 
number and logon string, for security 
purposes. Like many modems the 
Quattro uses the Hayes AT command 
set so it is compatible with many of the 
software packages now available. In 
addition the Hayes system, a second 
command language is provided, this is 
the Steebek system. It is not as compre- 
hensive as the Hayes system but it is 
very much easier to use, and I would 
recommend that the first time user make 
use of the Steebek system as a means of 
getting online if he does not have a 



has the be done at the factory. Upgrades 
available are: V22, V22bis, Battery backed 
name and number store, Bell standard, 
Audio call monitor, Process control port 
and DTMF (tone) dialing. 

This is a really superb modem and I 
cannot find any fault with the operation 
at all. The handbook is very well 
presented, and even though the Hayes 
command set is not the simplest of 
systems to explain, the handbook does 
a good job. Quick startup guides and 
examples are provided at the start of the 
book and troubleshooting guides at the 
rear, well done Miracle! Nice to see a 
well produced manual for a change. I 
have only one very minor grumbleabout 
this modem, and that is the lack of an 
on-off mains switch, the WS4000 has an 
external power unit and the only way to 
turn it off is to unplug it. 

A.E. 



Hayes compatible communications 
package. 

The Quattro provides a few unusual 
functions that are worth considering, 
the first is the ring back. If you set up a 
link to a remote computer, a simple way 
to improve the security of the system is 
to hang up and then the other end of the 
link rings you. Well the Quattro can be 
set to do this automatically and it works 
very well. If the number called is busy 
the Quattro can also be programmed to 
dial a secondary number, again this is 
very useful. Four numbers can be 
programmed to be dialed from the front 
panel buttons, this is useful if you want 
to contact a remote site and you have 
not got an asynchronous terminal. Now 
comes the big problem with the Quattro. 
It has a number "blacklist". If a number 
is engaged or unobtainable five times 
then the modem locks out that number 
for FOUR hours! (pressing the data 
button will reset the blacklist, but it is a 
pain). To help give errorfree communi- 
cations a built-in error corrector can be 
activated, and when connected to a 
similarly equipped modem atthefarend 
of the link, any corrupted data will be 
automatically retransmitted. This is very 
useful when you get a noisy line! 

The Quattro can operate both 
synchronously and asynchronously and 
there is provision (on a 3.5mm stereo 
jack) for a simple asynchronous com- 
mand terminal. All functions can be 
permanently locked out to prevent tam- 
pering. This is a professional modem, 
and gives a good range of facilities for 
its price, and apart from the blacklist 
problem, performs excellently. The 
handbook is well produced, but lacks a 
few examples that would make life 
easier for the new user and it is a bit of a 
problem finding the information you 
want, a good index would improve the 
handbook no end. The handbook lists 
some additional commands the best of 
which is a help page. This gives a 
summary of the commands and does 
make up to some extent for the lack of 
an index, but it's not much use if you 
don't have a terminal attached to the 
modem! 

A.E. 
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Remove the 'fluff from your C 
programs... Richard Franklin puts 
LINT through its paces 



Lint for the AMIGA is a 'C 
programmers' utility that allows 
you to check your code 
thoroughly for any possible errors 
that may occur and that will not be 
picked up at compile time. 

In the K&R 'C ! programmers' 
bible, the name LINT is suggested 
because of its ability to 'pick bits of 
fluff from one's programs.' You run 
LINT on your source files as though 
you were compiling them and LINT 
in turn displays error, warning, or 
informational messages about cer- 
tain inconsistencies found within 
your source. 

LINT for the AMIGA, allows these 
messages to be re-directed to a file 
forsubsequent perusal if so required. 
The list of messages provided by 
LINT is very large and covers any- 
thing that could cause problems 
with a program. One of the nice 
features is the ability to check on 
the embedding of source. For 
example: 
if (fail) 

if (OK) 

Do_Something (); 

else 



When looking at this example one 
would expect (and maybe it was 
intended) that the 'else' statement 
should belong to the If (fail)' state- 
ment. But when compiled, the 'else' 
will be associated with the If (OK)'. 
LINT for the AMIGA picks up this 
error with a message saying that 
there was a negative indentation. 
This example is possibly the most 
common error made by 'C pro- 
grammers (I've done it myself many 
times). 

In total there are 155 messages 
possible from LINT (74 errors, 56 
warnings, and 25 informational 
messages). There are also some 
internal errors that are there but 
should never be encountered with 



the possible exception of 'Exceeded 
Available Memory'. This error will 
occur if there are too many files 
being processed in too small a 
memory (I did not see this message 
as I have a 2Mb expansion). LINT for 
the AMIGA supplies a way of getting 
round this by allowing the user to 
pre-process the separate files and 
then run a final pass over them all. 

LINT also has numerous options 
available that can be specified within 
the command line, in a \LNT com- 
mand file, or within the source code 
itself. These options range from 
specifying the format of the 
messages to disabling parts of the 
errorchecking. You can specifically 
disable (or enable) any message or 
any group of messages to your 
liking. For example when I first ran 
LINT on my program, I was inun- 
dated with the message: 

Warning 544: endif not followed 
by EOL. 

"You can specifically 
disable (or enable) any 
message or any group of 
messages to your likincf 

This was due to the fact that all of 
the header files for the compiler I 
use (Lattice V4.0) have a comment 
on their £endif statements to let the 
user know to what it is associated. 
To disable this message I just had to 
add the option ~e544 before the files. 

I said that options can be within 
the actual source code and this is 
done by putting them inside a 
comment. For example: 
/* lint -e544 Turn off endif warning 7 

This is very useful if you want to 
disable or enable part of the checking 
for a specific piece of code. You 
would put the disable before it and 
then the enable (+) after it thus: 
/* lint +e544 Turn endif warning 
back on 7 



LINT comes on a single un- 
protected disk and contains two 
program files: 'lint' and 'pr'. 'pr' is a 
utility which prints a specified file to 
the PRT: device with each line 
preceded by its line number. Useful, 
as all messages from LINT specify 
the line number of the file and 
display the actual line. 

Other files on the disk are ex- 
amples of bad code to show how 
LINT works. Also there are stlib files 
for both the Lattice and Manx 
compilers. 

The manual is ring bound in a 
sturdy cover and lists and explains 
all messages and options clearly. 

"I will be making regular 
use of LINT for the 
AMIGA from now on" 

If all AMIGA programmers were to 
use this product we would see fewer 
GURU messages and enjoy using 
our machines more. I can find 
nothing wrong with it at all and the 
ability to disable messages that 
could be produced just because of 
your programming style is a boon. I 
will be making regular use of LINT 
for the AMIGA from now on. I only 
have one little gripe and that is due 
to the fact that I use Lattice V4.0. 
Lattice 4.0 has the ability to read 
compacted source and header files. 
Unfortunately LINT can't. To me 
this was annoying as when my 
AMIGA is first booted in the morning 
I transfer all compacted header files 
to VDO: (recoverable RAM drive) for 
speed of use but LINT could not 
read them so I had to redirect the 
include files to floppy disk (which is 
much slower). All in all though, this 
is an excellent product and should 
be of use to all (even the most 
experienced) AMIGA 'C pro- 
grammers. 

Price: £1 10 + VAT RF ' 
Contact: (U.S.) Gimpel Software, 
3207 Hogarth Lane, Collegeville, Pa. 
19426. (215) 584-4261. 
Contact: (U.K..) Graymatter, No 2 
Priggmeadow, Ash Burton, Devon 
TQ13 7DF. Tel: 0364 53499. 
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OBLITERATOR 

You are Drak the Last of the 
Obliterators, a genetically enhanced 
and awesome fighting machine, bio- 
engineered for the execution of 
incredible tasks, the ultimate solution 
to the most cataclysmic of 
predicaments. 

In the voids of Federation space an 
alien cruiser has materialised. It is a 
ship of sinister and foreboding 
power. Federation defences have 
been smashed, Earth ties exposed, 
there is only one hope and you are it! 

Summoned by the Federation 
council, your assignment is to use a 
prototype matter transporter to 
infiltrate the alien cruiser. Armed with 
a particle beam disrupter, lasers and 
whatever the alien habitat can 
provide, you must cripple the alien 
vessel thus enabling its destruction. 

What awaits? What technological 
perils and strange diabolic 
adversaries will try to thwart you in 
your mission? 

Can you become Drak the Last of the 
Obliterators? Can you survive? Can 
you overcome such unthinkable odds? 

COMING SOON 



TERRORPODS 

Its been a long watch ... As the sun 
disappears over the horizon, the 
uninviting, grey bleakness of Colian 
becomes apparent. Following the 
intense heat of the day, the onset of 
night adds the bitterness of sub-zero 
temperatures to an already hostile 
environment, and the stark interior of 
the D.S.V. appears almost homelike. 

Deep melancholy is suddenly 
smashed by the shrill scream of a 
siren, the status panel has gone 
crazy, an extraordinary array of lights 
flash uncontrollably. Good grief . . . 
what's happening? 

Frantically, you turn to look at the 
command scanner, hunting through 
the mass of information before you, 
in a desperate attempt to decipher 
what has happened. 

Your whole being freezes ... It can't 
be! The Terrorpods . . . 



AVAILABLE NOW 



BARBARIAN 

Can you become Hegor the famous 
dragon-slaying, monster-mangling 
Barbarian? 

Are you the warrior who can enter 
the fearful realms of the 
underground world of Durgan, a 
world terrorized by the evil Necron? 

Can you handle the adventure, the 
frenzied attacks, the hidden traps, 
the gruesome death dealing 
monsters? . . . 

Your quest; to destroy the lair of the 
accursed Necron. Your prize; the 
kingdom's crown. 

Your task is awesome! You must tive 
on your wits, conquer your innermost 
fears, use every skill and weapon 
available to you. 

Hideous perils await. Can you 

"i mri'iT* 1 ^!! il P^ — -sf^^ 
Are you Hegor the famous dragon- 
slaying, monster-mangling 
Barbarian? 



AVAILABLE NOW 



Psy gnosis 
FREEPOST 
Liverpool L3 3AB 
United Kingdom 
Tel. No: 051 236 8818 
Fax: 051 207 4498 
Telex: 629474 



ACCESS 



VISA 

vtsa 



OBLITERATOR 


— £24.95 


TERRORPODS 


— £24.95 


BARBARIAN 


— £24.95 


DEEP SPACE 


— £24.95 


ARENA 


— £24.95 


BRATACCAS 


— £24.95 


ARENA/BRATACCAS 


— £29.95 



All available for 512k colour, 
Atari ST, Commodore Amiga. 




I TEST DRIVE! 




John Walker tests an outstanding new software 
package that fully lives up to the 'only Amiga 
makes it possible' tag 



The Director will not turn you 
into another Alfred Hitchcock 
or Steven Spielberg but it will 
help you to produce dazzling slide- 
shows and animations. The process, 
though, it much closer to that 
experienced by a scriptwriter than 
an all-powerful director. There is a 
lot of sweat and re-writing involved. 

The program's unique approach 
accounts for both its strengths and 
its weaknesses. The plus factors are 
that you can create more detailed 
displays than with rival programs 
and that these eat up less memory. 
The real joy is the way displays can 
contain several different simul- 
taneous animations, something that 
is hard or perhaps impossible to 
achieve with any other desktop 
video package. 

The Director can use any image in 
the IFF format, which means it is 
compatible with Deluxe Paint and 
the rest of the Amiga's art programs. 
It can also play back animations in 
the ANIM format, such as those 
created with Aegis* VideoScape 3D. 
It contains no fonts for titling but 
can use the Amiga's standard fonts 
or any compatible ones. These can 




be displayed in any colours — 
though the number available will 
depend upon your machine's 
memory — and in bold, italic or 
underlined styles. You can create 
shadowed text by adding to the 
original text the same words offset a 
pixel or two in a different colour. 
The program will work in overscan 
mode, which does away with the 
border around the screen, for re- 
cording the results on video-tape. 

Its sound module is 
compatible with IFF 
standard instrumental 
sounds 



Many different effects, such as 
Wipes and Dissolves between 
pictures, are possible and you can 
also produce lines, outline andfilled 
circles, ellipses and rectangles. 
Sound can be added to your displays, 
although no effects or music are 
included with the program, which 
comes on a single unprotected disk 
with a good manual. Its sound 
module is compatible with IFF 
standard instrumental sounds. 

The down side is that The Director 
is far harder to use and takes much 
longer to produce good results, 
than rival packages. Once you are 
familiar with its methods, you can 
reach a reasonable speed but the 
learning process will be a slow one 
for most people. 

The Director does not use the 
Amiga's friendly point-and-click 
method of accessing a program's 
functions. Indeed, it doesn't use the 
mouse at all. There are no icons, no 
pull-down menus, not a sign of 
Intuition, for The Director is not so 
much a program as a display and 
animation language that is used 
from the CLI rather than from the 
Workbench. 

The BLIT command transfers part 
of a picture from a buffer to the 
screen. As a result, you can load one 
picture contaning many different 
images and display them on-screen 
separately, a technique which uses 
much less memory than if each 
image were loaded on its own. For 
animations involving page-flipping, 
you can store a complete sequence 
of images in one buffer. 

If you wanted to show 
the pictures in an 
endless loop, you would 
add a line number — say, 
10 — to the first 
command 

The BLIT command can be tricky 
to use, since you have to specify the 
co-ordinates of the image you wish 
to transfer as well as its screen co- 
ordinates. The Director includes a 
utility to help you work out these but 
it is still an involved process. It is 
simple, though, compared to using 
the BLITMODE command to achieve 
special effects using the blitter.That 
involves understanding binary logi- 
cal operations and binary arithmetic. 

The Director lets you read and 
write to and from disks. By this 
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method you can set up interactive 
programs. You could even use it to 
write an adventure with animated 
graphics. It is a boon for those with 
51 2K Amigas who want to create 
text displays. In rival programs, 
each screen of text is saved separ- 
ately and thus occupies a consider- 
able chunk of memory. With The 
Director, text files can be read into 
the program when required, thus 
taking up very little memory. 

At its simplest, a program written 
with The Director would read: 
LOAD 1, ^pics/gorilla" 
PAUSE 60 

LOAD 2, ":pics/KingTut" 
DISPLAY 2 
PAUSE 60 

LOAD 3, ":pics/SachsCastle" 
DISPLAY 3 
PAUSE 60 
END 

The numbers 1, 2, 3 refer to the 
buffers into which the pictures, held 
in the directory "pic", are first 
loaded and then shown on the 
screen. The command PAUSE 60 
keeps a picture displayed for six 
second. If you wanted to show the 
pictures in an endless loop, you 
would add a line number — say, 10 
— to the first command. Then you'd 
substitute for the END command 
the line GOT0 10, just as in BASIC. 

Anyone familiar with BASIC will 
feel at home with The Director's 
language, since it resembles a subset 
of BASIC, complete with GOTOs 
and GOSUBs. There are around 80 
commands to learn and ue. In order 
to create a display you simply (or, 
maybe, not so simply) write a 
program with a text editor, rather 
than with a word processor, which is 
liable to use confusing control codes. 
The Director's manual suggests 
using the Amiga's clumsy ED or 
MicroEmacs which is included on 
the Extras disk but any will do. 
There are several available, including 
a couple of public domain disks. I 
used CygnusEd, which is both cheap 
and good. 

The Director's BASIC-like use of 
variables and mathematical functions 
gives it great versatility, at the 
expense of ease of use. To create a 
circle you don't draw one on screen, 
as in a graphics program, but use a 
CI RCLE command followed by three 
co-ordinates. Likewise, to put text 
on-screen you use MOVE and TEXT 
commands, so that an understanding 



of screen co-ordinates is essential 
to mastering the program. 

The Amiga's blitter, 
which can move chunks 
of memory around very 
quickly, only works on 
the computer's 512K 
Chip memory so that it is 
best not to clutter up the 
Chip memory with 
stored graphics 

What gives The Director its real 
power is its use of double-buffering 
and its BLIT command, which can 
display several simultaneous ani- 
mations created by "page-flipping" 
— showing a sequence of images 
one after the other, which is, of 
course, the way animated cartoons 
or movies work. 

While you can run the program on 
a 51 2K machine, to use it to its full 
you need at least 1 Megabyte of 
RAM. Using 16colour high resolution 



displays, you would be only able to 
hold 3 screens in memory on a 51 2K 
machine — though that number 
would increase to 50 screens using 
just two colours. Double-buffering 
is useful for those with expanded 
RAM. The Amiga's blitter, which can 
move chunks of memory around 
very quickly, only works on the 
computer's 512K Chip memory so 
that it is best not to clutter up the 
Chip memory with stored graphics 
if you can possibly avoid it. 

With double-buffering you load 
pictures into a buffer, or specific 
area of memory, in expanded RAM 
and then transfer them to Chip 
memory when they are to be dis- 
played. At the same time you load 
new pictures into the expanded, or 
Fast, memory buffer, so achieving a 
smoother display. You can have up 
to 30 buffers active at a time (a 
number which can be increased if 
you've a great deal of memory), so it 
can become difficult to keep track of 
what is in which buffer. 




WIPES 
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MaxiPlan 500 is designed 
for a 51 2K memory 
environment without 
sacrificing any of the 
features which makes 
MaxiPlan the most 
powerful and easy-to-use 
spreadsheet program for 
the Amiga. Named 
Spreadsheet of the Year 
for 1986 by a poll of 
Amiga Users Groups, 
MaxiPlan will soon 
become your choice for 
spreadsheet analysis, 
database management, 
and business graphics. 
For more advanced 
spreadsheet analysts, 
MaxiPlan Plus is 
available with a Macro 
Language facility similar 
to Microsoft Excel. Over 
95 Macro Functions 
allow the creation of 
mini-programs to 
automate spreadsheet 

ac tivities. 

As your dealer about 
MaxiPlan 500 and 
MaxiPlan Plus as well as 
these other programs 
from Oxxi. 



Precision Software Ltd. 6 Park Terrace, 

Worcester Park. Surrey KT4 7JZ 

Telex: 8955021 Precis G Fax: 01-330 2089 



Precision Phone for our catalogue: 01-330 7166 

Distribution 



Nimbus — Cash Basis 
Accounting System for Small 
Businesses 

Customers and vendors are 
taracked by name, rather 
than by number. Pre-defined 
invoices provide a summary 
of customer account aging. 
Pop-up mini menus guide the 
user through each account 
activity. Nimbus is for the 
small business person who 
does their own books and 
hates learning about formal 
accounting systems. 

Benchmark Modula-2: 
Software Construction Set 

Integrated Compiler, Editor 
and Linker. Compilations 



of densely packed code 
averages 10,000 lines per 
minute with burst speeds of 
30,000 lines per minute. Add 
on libraries include: "C" 
Language Standard Library, 
Simplified Amiga Library, and 
Graphic Image Resource 
Library. 

Maxiplan 500 U.S. List £149 

MaxiPlan Plus U.S. List $199 

Nimubus U.S. List $149.50 

Benchmark Modula-2: U.S. List $199 
Add-On Libraries (each) U.S. List $99 

OXXI lac. 

P.O. Box 4000 
Fullerton, CA 92634 
(714) 999-6710 
(714) 999-1045 (FAX) 
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This use of line numbers coupled 
with GOTO and GOSUB commands 
seems to me a clumsy method, 
particularly as line numbers are not 
otherwise needed. It would have 
been far better to have dispensed 
with GOTOs and GOSUBs and had 
instead PROCedures and 
FUNCtions, as found in the better 
BASICs. One of the advantages of 
The Director is that you can build up 
a program library of special effects, 
which you can then merge into new 
programs. That task would have 
been made much easier by the use 
of PROCedures, which define a 
particular action. All that you would 
have had to do then would have 
been to merge the PROCedure and 
call it by name when you wanted to 
use it. 

No one, of course, would use The 
Di rector to create a simple si ideshow. 
You'd be better off with a public 
domain program such as DPSIide. 
Once you begin to become familiar 
with its workings, programs look 
more like this: 

ARRAY 100,1 

buff=1 

mode=0 



OPEN mode, "piclist" 
IF mode=0 

PRINT "Can't open piclist":END 
ENDIF 
10READeof, $ (0), 80 

IF eof=— 1:wait=10: GOTO 30: 
ENDIF 

COMPARE eq, "end", $ (10) 

IFeq; GOTO 20: ENDIF 

PRINT "Loadin file"; $ (0) 

LOAD buff, $ (0) 

buff=buff+1 

GOTO 10 
20 READ eof, $ (0), 80 

IF eof=— 1:wait=10: GOTO 30: 

ENDIF 

wait=$ (0) 
30 FOR i=1 to buff— 1 

DISPLAY i 

PAUSE wait 

NEXT 

GOTO 30 

What this program does is read 
from the disk a text file called 
"piclist" and then load the pictures 
named in the file into buffers in the 
computer's memory. The final com- 
mands, beginning at line 30, display 
the pictures on-screen as an ani- 
mated sequence achieved by page- 
flipping. 

As the manual admits, 
6£ you will inevitably make 
many mistakes as you 
work to achieve a 
particular effect" 




The Director's programmed ap- 
proach comes into it own in such 
circumstances, since this sequence 
of commands will load and show 
any pictures contained in the "piclist" 
file, in this way, once you've written 
an elaborate display program you 
can use if for different purposes by 
varying the list of pictures to be 
shown. 

That, too, is simple stuff compared 
to a well-polished program. As the 
manual admits, "you will inevitably 
make many mistakes as you work to 
achieve a particular effect" — or, as 
it puts it elsewhere, "patient effort, 
one step at a time, builds an im- 
pressive display in the long run". 
The key words here are "effort" and 
"long run". There is no doubt that it 
is a slow process to create worthwhile 
displays. I feel the learning time 
could have been shortened by a 
more friendly approach: HyperCard 
on the Macintosh shows that it is 
possible to automate programming 
procedures. 

Once you program is written and 
saved to disk, you invoke it from the 
CLI by typing "director" followed by 
its file-name. Providing it contains 
no bugs, The Director produces 
from it a new file which ends with 
the designation ".film". This file can 
be shown using another program, 
Projector, which can be freely distri- 
buted with it. Film files also have an 
icon attached to them so that they 
can be run from the Workbench. 

The Director's creators could have 
made it easier to come to grips with 
the program by including more 
demonstrations with it. Its single 
disk is packed full but it would not 
have cost much more to have 
included a extra disk of demos of 
displays and special effects that 
users could have easily adapted to 
their own purposes and so shortened 
the time it takes to learn to use it 
effectively. 

As it is, The Director is a difficult 
package but for those adapt at 
BASIC programming — or anyone 
willing to make the considerable 
effort — the results that can be 
achieved with it are little short of 
sensational. 

J.W. 

Price: £47.00 (inc V.A. T.) 
Contact: The Amiga Centre Scotland 
4 Hart Street Lane, Edinburgh EH1 
3RN Tel: 031 557 4242. 
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GOMF 

Fed up with THE GURU? Al Meric 
looks at a great new product that 
should bring a smile back to your 
face 



There seems to be something about 
the Amiga that inspires people who 
produce products for it to dream up 
weird and wonderful names and 
commands for them. This product is 
no different , . . GOMF! What sort of 
name is that? Apparently it is an 
acronym for 'Get Outa My Face'. 
That aside, this is a great little 
program for those of you who tire of 
those heart stopping GURU mess- 
ages. It is essentially an advanced 
error-handling routine designed to 
trap TASK HELD' requesters and 
GURU MEDITATION' Alerts, thereby 
keeping the Amiga alive and hope- 
fully, most of your data intact. Story 
has it that the TASK HELD' CANCEL 
option was originally designed to do 
as its name implies and Cancel the 
task/program that caused its invoca- 
tion. Unfortunately, the programmer 
responsible for this piece of code is 
supposed to have left before it was 
finished. Hence, the goodbye world 
and data that results if it is selected 
at the moment. 

I am one of those of the 'if all else 
fails READ THE MANUAL' school of 
computer science and my philosophy 
didn't seem to fail me this time. 
Within minutes of putting the disk 
into my machine I had caused 
several potential Amiga killer errors 
and recovered from them all suc- 
cessfully. However, if you are one of 
those sworn to read everything in 
sight then you will not be dis- 
appointed with GOMF. It comes on 
a single disk accompanied by TWO 
manuals/booklets. One being the 
main manual and the other a hands- 
on tutorial supplement. Either should 
get you going with a minimum of 
fuss. For those of you heavily into 
bits and bytes sufficient information 
is available to keep you experi- 
menting for a while too. 



GOMF can be initiated from Work- 
bench or CLI and full instructions 
are given for installation on micro- 
floppy and harddisk. By including a 
call to GOMF in the startup-sequence 
maximum protection can be gained. 
Once activated it displays a message 
for a few soeconds to tell you 
whether or not it has installed all 
21.8k of itself in memory ok. It then 
sits there transparent to the user, 
just waiting for any problems to 
occur. If a TASK HELD' type of 
problem takes place then the usual 
requester pops up. However, if you 
click on CANCEL you are no longer 
dispatched off to Guru land but are 
instead presented with a GOMF 
command window. A direct 'GURU 
MEDITATION' alert will take you 
straight to the GOMF window. From 
here you can take one of five 
options: GOMF, WHAP, BOOT, 
GURU and SCAT (I told you they 
used weird names). 
GOMF — This removes, as safely as 
possible, the offending program, 
displays a message reporting on its 
success or otherwise and then re- 
turns the system to normal 
processing. 




^ 

WHAP — This is provided to remove 
any screens and windows that 'bad' 
programs may leave behind and 
which were not automatically de- 
tected and deleted by GOMF. 
BOOT — Performs the equ i valent of 
the Amiga three-key-reset. 



GURU — This enables the normal 
error routines to proceed (GURU 
etc). This could be useful if a second 
terminal is available to monitor the 
ROM-WACK output (the Amiga's 
inbuilt debugging facility). 
SCAT — Moves the GOMF window 
to the diagonally opposite corner of 
the screen. 

In addition to the above options 
the GOMF window also contains the 
ALERT number, program counter 
address, library or vector type and a 
general description of error type. 
This is all displayed in a somewhat 
more human readable form than 
that provided by the normal mech- 
anism. 

The disk is also home to a number 
of other utilities: 

NUKE — When used in con- 
junction with GOMF is used to 
remove any programs (good or bad) 
and return as much memory as 
possible to the system. It can be 
invoked from the Workbench or CLI 
and is useful for killing a program 
that has locked up or is stuck in a 
heavy loop. 

RECALL — This will reactivate 
the GOMF window. It might be 
desirable for a number of reasons 
i.e. To reinvoke WHAP to remove 
superfluous display elements from 
a previously NUKEd program (which 
may take several WHAPs to clear) or 
just to check that GOMF is still 
functioning correctly. 

GOMF1.0 Drawer— This contains 
a number of earlier SHAREWARE 
versions of GOMF including GOMF 
I.O.obj. This is an object code file 
that can be linked to users (Non 
Commercial) programs and provides 
it with the same protection as 
GOMF 1.0- However, it allows the 
programmer to design his or her 
own method of handling error re- 
turns. 

There is no better way of ruining 
your day than having a few GURUs 
rob you of hours or even days of 
hard work (where were your back- 
ups?). Here is a program that should 
help reduce those traumatic ex- 
periences and, if used in conjunction 
with a Virtual RAM disk and PopCli, 
forms the part of a valuable develop- 
ment aid. If Hypertek were to give 
GOMF away free BUT. . .charge a 
small fee for each GURU etc. if 
caught . . . they could get rich VERY 
quick! 

A.M. 

Price $34.95. 
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THE AMIGA 
GRAPHICS 
AND SOUND 
SPECIALISTS 



IMAGINE an Amiga dealer that knows so much about Amiga 
graphics, that even BBC's "Micro File" asked for their advice. 

IMAGINE an Amiga dealer that always gives detailed 
demonstrations and then checks all systems before they leave 
the premises. IMAGINE an Amiga dealer that will continue 
giving helpful advice even after you've handed over your 
money. UNIMAGINABLE? THEN IMAGINE TRIANGLE TV — 
THE UNUSUAL AMIGA DEALER 



HARDWARE 

AMIGA 2000's 
AMIGA 500's 
MEMORY EXPANSION 
HARD DISCS FITTED 
GENLOCKS 
RGB — VIDEO ENCODERS 

★ NEW ★ 
FLIGHTCASES 

(in rigidised grey aluminium) 
DIGITIZERS 
TRAINING IN ANIMATION 

AND GRAPHICS 
LEASING AND FINANCE 



Triangle Television 
(Computers) | 

130 Brookwood Rd., _ 
Southfields, 

London SW1 8 5DD 
Tel: 01-874 3418 
Fax: 01-8771029 



IN STOCK 

AEGIS IMAGES 
DELUXE PAINT 2 (Full screen) 
DIGIPAINT (4096 colours) 
DELUXE VIDEO 2 
AEGIS ANIMATOR 
★ NEW AEGIS 3D VIDEOSCAPE 

★ NEW SCULPT 3D 

★ NEW ANIMATE 3D 

★ NEW THE DIRECTOR 

★ NEW PAGEFLIPPER 

TV TEXT 
★ NEW TV SHOW 
PRO VIDEO 
★ NEW AEGIS VIDEO TITLER 
DIGIVIEW(PAL) 

MARAUDER 
DELUXE PRINT 
DELUXE MUSIC 
INSTANT MUSIC 
PAGESETTER/LASER SCRIPT 
CITY DESK DTP 

MAIL ORDER AVAILABLE 





NATIONAL COMPUTER LIBRARY 



Hire Software 
efore You Buy It 



NOW UNDER new management 
OVER 8,000 different titles available for hire for the 
COMMODORE, SPECTRUM, ELECTRON, BBC, AMSTRAD 
all models, ATARI, and MSX computers, ATARI ST, 
and now CBM AMIGA. 

ARCADE, ADVENTURE, EDUCATIONAL and BUSINESS 
software too. 

HIRE PRICES from only £1 .00 INC. P&P. 
20% DISCOUNT off all purchase software. 
LIFE MEMBERSHIP £6.00. Hire your first title FOC. 
FREE CATALOGUE. 

FAST RETURN OF POST SERVICE (if reserves are given). 
ALL GAMES manufactured ORIGINALS with full 
documentation. 

LARGE DISCOUNTS ON ALL PURCHASES for members. 
UP TO 65% OFF software, regular sales lists sent to all 
members. 

Full computerised system keeps track of your order. We pride 
ourselves in being the most professional Hire Library in the 
United Kingdom, with experienced staff who know what the 
word service means. 

NOW IBM SOFTWARE FOR SALE. 



Send large S.A.E. now for free catalogue. 

NATIONAL COMPUTER LIBRARY 

1 Walkers Road, North MooifS Moat, Redditch 139B 9HE 0527 510072 



NAME .?.?. l .^. ga 

ADDRESS 

COMPUTER MODEL 



♦ 
♦ 



♦ 
♦ 
♦ 
♦ 
♦ 
♦ 

♦ 
♦ 



The f solution 
for small 
businesses 




You can now have a full 
accounting system on your 
Amiga. Panmead's 
Businessware packs for 
Invoicing, Sales Analysis, 
Accounts Receivable, 
Inventory Control, General 
Ledger and Accounts Payable 
are designed for eas of use 
and economy. Special 
telephone hotline support is 
also available to give you 
expert help when you need it. 

Call us now for further information. 

PANMEAD LTD., 

12 Seaforth Avenue, New Maiden, 

Surrey, U.K. 

Tel: 01-942 6512 

Telex: 936 227 RELAY G 



COMPUTER SOFTWARE 

BUSINESSWARE Accounting 
Systems provide a series of easy- 
to-use accounting modules that 
enable you quickly and efficiently 
to monitor ail aspects of your 
business. Though BUSINESS- 
WARE Systems are highly 
sophisticated management tools, 
you do not need prior computer 
knowledge to operate them. Each 
module is supplied complete with 
a comprehensive step-by-step 
manual and on-disk training files 
for easy self instruction and the 
hotline support. Modules can be 
used individually, giving you 
immediate accounting 
capabilities in specific areas, or 
integrated into a complete 
accounting system. Whatever 
your needs or size of business, 
BUSINESSWARE has the Amiga 
accounting solution for you. 




Business 
Pack 2 



Busines s Package 1 

Invoicing/Sales Analysis 
Accounts Receivable 
Inventory Control 



R.R.P. 
£145 
Ex. VAT 



Busines s Package 2 

General Ledger 
Accounts Payable 



R.R.P. 
£145 
Ex. VAT 



Complete System 
Packages 1 and 2 

R.R.P. £290 Ex. VAT 



ACCOUNTING 
SOLUTION 
FOR SMALL 
BUSINESS 




WORDPLEX 



Par Software Inc 




W'ordplex is, as you would expect, a word 
game. It Is based around the American 
gameshow, Wheel of fortune. The 
general idea is to guess the well-known phrase 
hidden behind boxes on the letterboard. This 
may be from one of nine different categories: 
Person, Place, Thing, Title, Phrase, Event, 
Quotation, People and Cliche. For each letter 
correctly guessed a player is awarded points, 
according to the spin of a money selector. 
Wordplex is for one to six players. 

Each player's identity has to be entered 
before a letterboard appears with a mystery 
phrase concealed in it. Players take it in turns to 
select letters by means of either the keyboard or 
the mouse. First the mouse button or space bar 
has to be pressed to activate the money selector. 
Then the player can choose a consonant. If the 
chosen letter appears anywhere in the 
letterboard then the player wins the amount 
shown on the money selector. However, BEWARE! 
Not all the positions on the money selector are 
winners — one will entitle you to a free spin, 
whilst another will take away all your hard- 
earned cash! If the selector falls on V then you 
lose your turn. 

Vowels must be bought. Each one costs $250, 
which is automatically deducted from your 
money, whether or not the vowel guessed is 
successful. Free spins may be saved up for later 
in the game when they may be used to 'steal 1 



another players turn. Provided it is your turn you 
can guess the whole phrase. If you are correct 
then the round is finished. A game is made up of 
three rounds. Once the three rounds have been 
played the scores are totalled and recorded. 
The computer then offers you the option of 
playing again. 

If you are a trivia addict then you should really 
enjoy Wordplex. The game is very clear and 
colourful and is simple to operate and 
understand. Additional volumes of trivia phrases 
are available from PAS software (volume one 
provides over 1000 phrases) and as if that were 
not enough you can create your own Wordplex 
database. This could, no doubt, be very userful 
for specific educational purposes. As with any 
game, Wordplex is not without its little niggles. 
For example, I would have liked the speech to 
have been clearer. Also, when all the letters in a 
phrase have been revealed, it would have been 
nice if you did not still have to go to the border 
of making a guess. However, neither of these 
things presented a problem. 

In fact, I shall be playing this one for a long 
time to come. 

MA 

Price: £34.95 

Dealers call: H.B. Marketing 01-844 1202 
Microdealer 0908 74000 
or Software Ltd. 01-278 2377 
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MPC SOFTWARE 



ADVENTURES 




Boras Tale 




LfBJU VU 


£ 24 


Foiry Tale Adventure 


li Oh 


Gnome Ronger 


C TO. 




£ 19 


Hitchhikers Guide 


Xi 1 0 


Jinxter 


£ 19 


Knight Ore 


£ 17 


Land of Legends 


Phone 


Leather Goddesses of Phobos 


£ 24 


Lurking Horror 


£ 22 


Phantasie ill 


£ T9 


Portal 


£ 20 


Shadowgote 


£ 19 


The Pawn 


£ 19 


Wmne The Pooh 


£ 19 


NEW 




PRODUCTS 


Arm Moves 


£ 16 


Bad Cat 


£ 19 


BMX Simulator 


Phone 


Bubble Bobble 


£ 16 


Carrier Command 


£ 19 


Dick Special 


£ 19 


ECO 


£ 16 


ECE A500 Midi interface 


£ 55 


Elite 


Phone 


Ferrari' Formula 1 Racing 


£ 24 


Football Manager 2 


£ 17 


Galactic invasion 


£ 20 


Gauntlet 


Phone 


Hot Ball 


Phone 


King of Chicago 


£ 24 


Mars Cops 


Phone 


Mercenary Compendum 


£ 19 


Ports of Call 


£ 33 


Predator 


£ 19 


Road Wars 


£ 16 


Shakespeare (DTP) 


Phone 


Star Wars 


£ 19 


The Living Daylights 


Phone 


Turbo 


Phone 


TV Show 


£ 90 


UMS 


£ 19 


Witchcraft 


£ 35 


Wizball 


£ 16 


10 Unbranded 3.5' Discs 


£11 


in Storage Box £13 





BUSINESS SOFTWARE 




Aegis Impact (Business Graphics) 


t bU 


ddo r\f {pei up your own tstJoj 


c pn 
x> ou 


oiiy uesK {uir) 


£100 


Diga (Comms) 


£ 60 


rinQnciui uouKDuuK v,nome Mccounisj 


c on 


Huge Print (Banner Printer) 


£ 35 


Intro CAD 


£ 50 


K-Spread 2 


£ 70 


Maxipfan 


£130 


Page Setter 


£ 90 


Professional Page 


Phone 


Publisher Plus 


£ 90 


PLCO 1 


£300 


Ruby-View 


£ 90 


XCAD 


£430 


DATABASES 




Acquisition 


£270 


DB Man (DBase III Clone) 


Phone 


Omega File 


£ 50 


Softwood File II 


£ 80 


Superbase Personal 


£ 85 


Superbase Professional 


Phone 


WORD PROCESSING 




Dynamic Word 


Phone 


Gold Spelt (90000 word spell checker) £ 25 


Promise (Spell Checker) 


Phone 


Pro Write 


£ 95 


Text Craft 


£ 30 


Text Ed 


£ 35 


Visa Write 


£ 80 


Word Perfect 


£175 


The Works 


£125 


LEISURE SOFTWARE 




Archon 1 +2 


£ 19 


Art of Chess 


£ 19 


Balance of Power 


£ 23 


Brian Cloughs Football Fortunes 


£ 20 


Chessmaster 2000 


£ 20 


Dark Castle 


£ 19 


Defender of the Crown 


£ 23 


Earl Weaver Baseball 


£ 22 


Flight Simulator II 


£ 38 


Flight Simulator It (scenary disc 7 or 1 1) 


£ 19 


Hollywood Strip Poker 


£ 13 


Hunt for Red October 


£ 19 


Kampigruggupe 


£ 20 


Leaderb oard 


£ 19 


Little Computer People 


£ 22 


Moebius 


£ 19 


Shanghai 


£ 15 


Silent Service 


£ 19 


Sinbad 


£ 23 



ARCADE GAMES 




1 Arctic Fox 


£ 1 7 


1 Rnnlflnch 
DUCKIU5II 


£ 1 6 


Borbarian 


C 1 R 

x> 1 D 


Crazy Cars 


£ 19 


Firepower 


£ 19 


Garrison 


£ 19 


Gold Runner 


£ 19 


brana biom 


£ 20 


Impact 


£ 13 


Indoor Sports 


ir i a 


Insanity Flight 


£ 19 


into the Eagles Nest 




noraie wo ii 


£ 1 8 


Levi a th on 


C 1 ft 


Marble Madness 


£ 19 


Mind walker 


£ 35 


Mission Elevator 


£ 19 


Obliterator 


£ 19 


Sky Fox 


£ 14 


Space Port 


£ 19 


Space Ranger 


£ 8 


Starglider 


£ 19 


Terrorpods 


£ 16 


Test Drive 


£ 19 


Winter Games 


£ 19 


Xenon 


£ 16 


Special Offers 




Arena & Brataccus 


£ 18 


Deep Space 


£ 17 


Most tnfocom Games 


£ 15 


Hollywood Strip Poker 


£ 13 


3 Acti vision Games 


£ 30 


Tass Times In Tone Town 


£ 14 


Kings Quest 3 


£ 10 


Lots of Software at upto 60% off 


Phone for list 




PROGRAMMING LANGUAGES 


& UTILITIES 




Aztec C Developer Version 


£250 


CLImate 


£ 32 


DevPoc Amiga 


£ 45 


F ACC 2 


£ 30 


K-SEKA 


£ 45 


Lattice C V4.0 


£160 


Marauder 2 (Copier) 


£ 30 


Metacomco Macro Assembler 


£ 50 


Mefacomco Pascal 


£ 70 


Metacomco Shell 


£ 35 


Metacomco Toolkit 


£ 40 


Mirror (Copier) 


£ 30 


Mirror Hacker Pock 


£ 40 


Project D 


£ 30 


Zing 


£ 60 



SOUND & GRAPHICS 




Aegis Animotor + Imoges 


£ 95 


Aegis Audio Moster 


£ 40 


Aegis Images 


£ 33 


Aegis Sonix 


£ 50 


Animate Apprentice 


£140 


Animate Junior 


£ 50 


Animate 3D 


£100 


Butcher 2 PAL Version 


£ 23 


Calligrapher (Colour Fonts) 


£ 60 


Deluxe Paint 


£ 37 


Deluxe Paint II 


£ 60 


Deluxe Print 


£ 24 


Deluxe Music 


£ 60 


Director 


£ 60 


Drum Studio 


£ 35 


Dynamin Drums 


£ 60 


Forms in Flight 


£ 65 


braDDif 


£ 29 


Instant Music 


£ 24 


iniciTuce 


£ 45 


Music Mouse 


£ 40 


Music Studio 


£ 25 


Pixmate 


£ AO 


Sculpt 3D 


£ 80 


Silver 


£125 


SoundScape pro MIDI Studio 


£145 


Synthia 


£ 70 


TV* Text 


£ 90 


Videoscape 3D 


£125 


Video Titler 


£ 62 




BOOKS 




Advanced Amiga Basic 


£ 17 


AmigaDos Manual 


£ 23 


Amgia Graphics, Soung & Telecom. 


£ 17 


Amiga Programmers Guide 


£ 15 


Amiga Programmers Handbook Vol 2 £ 24 


Big Red Book of C 


£ 7 


Complete Forth 


£ 7 


C Programming Language (K&R) 


£ 23 


Flight Simulator Co-Pilot 


£ 8 


Hardware Reference Manual 


£ 23 


Inside Amiga Graphics 


£ 16 


Inside The Amiga with C 


£ 19 


Intuition Reference Manual 


£ 23 


Kickstort Guide 


£ 12 


Programmers Guide to the Amiga 


£ 24 


ROM Kernal: Exec 


£ 23 


ROM Kernal: Libraries & devices 


£ 33 


The Amiga System: An Introduction 


£ 8 


The Amiga Handbook (Precision) 


£ 15 


The Amiga Handbook (Sunshine) 


£ 8 


68000 Users Guide 


£ 8 


Phone for details of other books 



HARDWARE 



Amiga A500 
Amiga A2000 
Cumana 3.5* DISC Drive 
Digi-View 2.0 

Lockoble 80 Disc Storage Box 
Mouse Mat 

Citizen 1 20D Printer & Lead 
Citizen LSP100 printer & Lead 
Amiga Printer Lead (State model) 
Xerox 4020 Colour Printer 
Soundscope Midi interface 
A500 Genlok 
A 1000 Genlok 
A2000 Infernal Disc Drive 
A2000 512K Upgrade Kit 



Phone 
Phone 
£ 130 
170 
16 
6 
200 
240 
20 
£1300 
£ 50 
£ 270 
£ 430 
£ 130 
£ 65 



Hard Disc Interface 
20 MEGABYTE Hard Disc 
STARBOARD OMB 
STARBOARD 5 12K 
STARBOARD 1MB 
STARBOARD 2MB 
STARBOARD Multi Function Module 
Spirit Memory Board 



£110 
£740 
£320 
£360 
£400 
£540 
£ 90 
Phone 



Perfect Sound Stereo Digitizer 

A500/A2000 Version now in stock 
Ail Versions only £70 



Digiview 2 PAL Version now in stock 
£170 
A500/A2000 Adaptor 
£20 



Project D Disc Copier 

The most versatile disc copier on the Amiga, 
Project D can copy not only the Amiga disc format 
but also ST (better than pro-copy), 
IBM and Xenix format discs only £30 



Starboard 2 - probably the best memory upgrade for the Amiga series 

Why do we think the starboard is the best memory Amiga? Well, firstly you can use it on alt 3 models of the Amgia. (There is an A500 
and an A 1 000 version of the Starboard and you can get an A2000 adaptor for either version if you upgrade). You can have versions 
with 0K612K 1MB or 2MB RAM, and each version is upgradeable so you can use your own RAM chips if you like. There is olso the option 
to use a 6888 1 maths co-processor, portly checked RAM, 'Slicky' RAM-Disc and onboard clock and there is also a hard disc controller 
to fit inside the Starboard at under £ 1 00 due out soon. You can also have upto 4 Starboards connected together to make up to 9MB 
Total RAM. 

This is just a brief description of what the Startboard can do, phone or write for more details and pricing. 



Spirit Internal Memory Upgrade 

The Spirit memory upgrade fits inside an A500 (can be used 
with A50 1 ) or A 1 000 and allows you to add 5 1 2K 1MB or 1 5MB 
to your computer. The A 1 000 version also includes a clock and 
fhis is an option on the A500 version. The Spirit leaves your bus- 
port free and can also be used with Add on peripherals. Phone 
or write for more details and pricing! 



All Prices include VAT & Delivery to UK 



Personal Callers 


Mail Order Address 


The Nottingham 68000 Centre 


MPC Software 


Welbeck House (69 Loughborough Road) 


72, Julian Road, 


West Bridgford, 


West Bridgford 


Nottingham 


Nottingham NG2 5AN 


(Mon-Fri: 1 2-5.30, other times by appointment) 


Tel; (0602) 820106/4551 14 
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From Coast to Coast 

AMIEXPO IN L.A 



It never rains in Southern 
California, the song says. They 
should have qualified that with 
— Except during the Amiga 
Show. . . .The Los Angeles AmiExpo, 
a West Coast follow-up to the first 
ever Amiga event held in New York 
last October, was welcomed by 
c I i m at i c u p ro a r . 1 1 was n o 1 1 h e f eared 
San Antonio fault earthquake but 
storms that swept furiously across 
the southern Californian coast, 
blasting away beachside restaurants, 
scattering snow on the hills around 
L.A. and bringing the declaration of 
a Disaster Area. 

The unexpected tempests could 
not, however, keep away the thou- 
sandsfrom L.A.and the surrounding 
areas who poured into the Westin 
Bonaventure Hotel for a more laid- 
back but equally successful version 
of the Amiga Dimension, show-biz 
style. 

The format was an almost faithful 
copy of what had worked so well for 
the 8000 plus Amiga fans who had 
queued in New York — three days 
(January 16-18), three keynote 
speeches, a wide range of seminars 
with subjects that varied from intro- 
ducing the 500 and 2000 to high- 
level graphic and CAD applications: 
plus, of course, the many companies 
exhibiting Amiga products. 




"The Los Angles 
audience gave Jay 
Miner, only recently 
recovered from a serious 
illness, a fervent, long- 
lasting, standing 
ovation/ 9 



Video Toaster of NewTek 
creates The Amiga Effect 




Angela M alloy of OXXI, 
creators of Oskar winning 
Maxiplan. 

The Westin Bonaventure Hotel is a 
landmark in downtown Los Angeles. 
35 floors tall, it is built like three first 
stage interplanetary rockets 
clustered together. It was an appro- 
priately futuristic environment for 
the seventy-five exhibiting organiz- 
ations showing their leading-edge 
products for this state-of-the-art 
computer. There was also a sizable 
hall in which the first day's Keynote 
speaker, the revered Jay Miner, 
faced over 1000 interested listeners 
to tell the story of how the Amiga 
was created. In New York, The 
Father of the Amiga' had certainly 
been given a warm reception. Per- 
haps Californians are less restrained 
than East Coasters, for at the end of 
his speech, the Los Angeles audience 
gave Jay Miner, only recently re- 
covered from a serious illness, a 
fervent, long-lasting, standing 
ovation. 

R. J. Mical, the other senior figure 
in the development of the Amiga, 
responsible for the Intuition User 
Interface, was due, as in New York, 
to keynote the second day. Unfor- 
tunately, pressure of work at Epyx, 
where he is now involved in de- 
veloping Amiga products, forced 
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CSA draws the power users. 

him to cancel at short notice. Antony 
Jacobson, Managing Editor of Com- 
modore Amiga User International 
magazine, was invited to step in and 
speak on "The European Dimension" 
of the Amiga. 

He shared the floor with Gail 
Wellington, longtime Commodore 
faithful and recently promoted 
General Manager in charge of CBM's 
worldwide software development 
and also Richard Glover, CBM's 
Technical Support Manager in 
Europe. The Commodore managers 
responded frankly and interestingly 
to a wide-ranging series of probing 
questions from an enthusiastic 
audience. 

The Ami Expo's third day's speaker 
was again Richard Mclntyre, CBM's 
Senior VP of Sales and Marketing, 
who discussed the outlook for the 
Amiga and its impact on the micro- 
computer markets. 

The first day's seminars at the 
Show covered, in addition to an 
introduction to the 500, Entry Level 



Desktop Video, with a panel that 
included Paul Montgomery of New- 
tek and Jim Sachs of Aegis; Amiga 
Music with David Rasmussen of 
Mimetics and Chris Moulions from 
New Wave; Desktop Publishing with 
Stephen Wagh of Brown-Wagh and 
Jim Bayless of New Horizons. There 



was also an introduction to the 2000 
and Amiga Graphics with Ernie 
Plovim from Micro-illusions and 
Kaiish Arbwani of Gold Disk. 

"Among whose panelists 
was Dr Eric Graham of 
Byte by Byte, the creator 
of the famous ray tracing 
demo, The Juggler." 

Sunday saw seminars on Amiga 
Animation, (Amiga Animation,) 
Amiga Expansion and Advanced 
Graphic Applications, among whose 
panelists was Dr Eric Graham of 
Byte by Byte, the creator of the 
famous ray tracing demo, The Jug- 
gler. There were also seminars on 
Professional Desktop Publishing and 
CAD Applications. 

The last day included Professional 
Desktop Video with Tim Jenison of 
Newtek, creator of Digiview; Amiga 
Business Applications with Angela 
Malloy of Oxxi; Music/Video; Amiga 
Art and Telecommunications. 

The only complaint heard about 
this rich feast of Amiga information 
came from both visitors and ex- 
hibitors. It was that every one of the 
seminars was well worth attending 
and it was simply impossible to see 
everything at the Show and get to all 
of them. Fortunately, it is possible to 
order recorded tapes of the keynote 
speeches and discussions. 

While the seminars progressed, 
many visitors devoted their attention 
to the exhibition hall. There "The 
Amiga Effect" was well in evidence. 
This "effect" is recognisable by the 



Karan Bayless demonstrates 
Prowrite 
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AMIEXPO 
IN L.A, 

widened eyes, sagging jaw and 
stunned expression which is familiar 
a sight to those who have frequented 
shows where the Amiga and its 
products are demonstrated. The 
attendees most greatly affected are 
generally found near stands which 
have video or graphic products. 
This AmiExpo was notable for even 
more "Amiga Effect" looks than 
usual, especially at NewTek's stand 
where the "Video Toaster" was 
being launched. The "Video Toaster" 
is an extraordinary device that en- 
ables the Amiga to carry out video 
effects that are frequently seen on 
TV but are currently only producible 
by electronic wizardry of the highest 
professional level and consequent 
major costs. The "Video Toaster" 
makes this range and level of effects 
easily achievable on the Amiga. 
Newtek told Amiga User Inter- 
national the "Video Toaster" will be 
on sale early in the year and would 




cost "Under a thousand dollars". We 
learned from authoratative sources 
that the price might well be "a long 
way under $1000...". An aston- 
ishingly low cost for such a high- 
level product. 

Byte by Byte was another at- 
tracting large crowds and causing a 
visible sensation by its combined 
Sculpt 3D and Animate presentation. 
This combination provides an out- 
standing degree of control over 
visual creativity, and the demos, 
especially of disembodied legs 
walking, heads expanding and 
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shrinking and birds flying around a 
Ben-Hur-type AMIGA name, created 
with these products, had to be seen 
to be believed. 

"Brown- Wagh — the 
largest publisher of 
Amiga business 
software — had The 
Works, their integrated 
W/P, spreadsheet and 
da tabase program, 
Publisher Plus and 
Zuma's TV Show." 

A squared too made a visual impact 
with its "LIVE" — a real-time video 
framegrabber. Aegis had VideoTitler 
and also introduced a new German- 
written simulation game, Port of 
Call. Digital Creations launched a 
new SuperGen Genlock. Brown- 
Wag h — the largest publisher of 
Amiga business software — had 
The Works, their integrated W/P, 
spreadsheet and database program, 
Publisher Plus and Zuma's TV Show 
for the creation of animated presen- 
tations. Gold Disk showed Pro- 
fessional Page, a high-end DTP 
system that, we were promised, as 
at New York, would be shipped 
shortly. 

This promise was also made by 
Infinity for their eagerly-awaited 
"Shakespeare" page interrogator. 
The recently 'under new manage- 
ment' Interactive Softworks received 
acclaim for their Calligrapher and 
its new range of fonts. New Horizons 
were demonstrating their popular 
ProWrite and the highly creative 
ideas processor "Flow". 

A new DTP package "Publishing 
Partner" came from Soft Logik and 
The Other Guys showed "Reason", 
a professional proof-reading system. 
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WordPerfect launched "WordPerfect 
Libraries" at the Show and an 
exciting new state-of-the-art word 
processing package called "Ex- 
cellence", from Microsystems 
(creators of Scribble) was privately 
demonstrated. "Excellence" looks 
certain to challenge WordPerfect for 
leadership of the professional level 
Amiga word processing market. 

On the more technical side, CSA 
announced its "Over 030", a mother- 
board sporting Motorola's new 68030 
microprocessor with on-board 
memory management and a 68882 
math co-processor. Spirit Tech- 
nology showed internal memory 
expansion products. Supra brought 
an affordable 2400 Baud modem. 
ASDG presented its 2000 AND 1 
Amiga card rack and a Satellite Disk 
Processor; and there was a very fast 
hard disk to floppy backup utility, 



called "Quarterback" from Central 
Coast Software. 

"Discovery whose 
Arkanoid is at present 
probably the top Amiga 
game worldwide;" 

The AmiExpo's least impressive 
turn-out came from games software 
companies. These are notorious for 
their reluctance to exhibit at machine 
specific shows. Notable exceptions 
at AmiExpo were Accolade, a 
company founded by games de- 
signers and recent creators of "Test 
Drive"; Discovery whose Arkanoid 
is at present probably the top Amiga 
game worldwide; Microillusions, with 
the largest stand at the Show and 
possibly the biggest range of enter- 
tainment products, including the 
Oskar-winning Faery Tale; and finally 
Topdown launching their Vipershoot 
'em up game. 

Readysoft attracted attention again 
with their 64 Emulator as did Hyper- 
tek with what they called 'im possible* 
products including GOMF, a utility 
that claims to eliminate GURU errors. 



There were AmiExpo Tee shirts 
on sale, very forcefully respresented 
by an "l-Won't-Take-No-For-An- 
Answer" pretty 11 year-old girl. 
When we persuaded this very deter- 
mined young salesperson to switch 
allegiance, on the last day, to the 
Stand of this magazine, she used 
her unmercifully aggressive sales 
techniques to interrupt a meeting 
chaired by Max Toy, CBM's new 
chief executive and replacement for 
Tom Rattigan. She sold him a copy 
of Amiga User International and 
then convinced every one of the 
others at the meeting to buy copies 
of the magazine, too. 

The general opinion was that if 
Commodore wants to sell Amigas 
by the million they should make her 
at least Vice President of Sales in 
time for the next Ami Expo to be held 
in July in Chicago. 

There are now more than 700 
products available for the Amiga. 
While that list goes on increasing, 
the Amiga Dimension will continue 
expanding and, it seems, the 
AmiExpo will go on travelling. Maybe 
to Europe later in 1988? 



AMIGA 
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AMIGA INFOMAT 



Software Failure? Gurutime? AmigaDos 
Commands? You can have the answers 
literally at your fingertips! You can find 
everything you need right underneath 
your mouse! 

The Amiga Infomat is a specially manu- 
factured mouse mat. You use it as a 
normal mouse pad but it has the tre- 
mendous advantage of having printed on 
one side the Guru Meditation Errors, so 
that you can immediately correct any 
problem. 

The other side has printed on it 
the AmigaDos Commands. So you won't 
have to start looking them up in the 
manual when you need them. 

The Amiga Infomat is printed in black 
and white on a special hardwearing 
plastic — no more "mouse droppings" 



clogging up the rubber mouse ball. It 
measures 280mm deep by 300mm wide 
(approx. 11 1 / 2 " x 13"), and costs only 
£5.50 including postage and packing. 

Keep all this vital Amiga information at 
your fingertips! Send for the Amiga 
Infomat now! 
r -_—.«_— 
To; Commodore Computing International 

40 Bowling Qrean Lena, London EC1R ONE. 

I would like to order: (state quantity) 

D Amiga Infomat cs.so including p&p 

I enclose cheque/P.O. No. 

tor (he amount shown above payable to "Croftward Ltd' or please debh 
my ACCESS account No. 



Expiry dale 



alKmr is 0*yt lot o#n*fr. 
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AM I GAB ASIC 



Acomplete guideto learning 
and applying AmigaBASlC 




AmigaBASlC 

Regardless of what people say, or 
what they think should be the 
correct programming language, 
the fact is that the most common of ail the 
languages that are in use on home com- 
puters is BASIC. BASIC started life as a 
very easy and in many cases simplistic 
language to learn, the main aim of which 
was to be used as a teaching tool. The 
BASIC language was so simple that the 
amount of time that it took to master the 
commands and syntax was minimal and 
so the users could concentrate on learn- 
ing how to program. In time, home micros 
grew in memory size and power and 
eventually reached the degree of com- 
plexity and sophistication that represents 
the Amiga. It was only natural that BASIC 
would grow and improve with the 
machines and the current end result is 
something like the BASIC that is available 
for the AMIGA. You will find this BASIC on 
the EXTRAS disk that comes with the 
Amiga. Currently version 1 .2 is being dis- 
tributed. The resemblance to the original 
BASICS is still there but the power and 
flexibility of the language has increased 
dramatically and there are so many com- 



mands that it now takes a major effort on 
the part of the user to learn how to write 
programs effectively. 

There have been many books on the 
subject of AmigaBasic, trying to cover the 
gaps (gaping holes in fact) that were in 
the original handbooks. There is a ten- 
dency to think "not another BASIC 
guide!" when you see a new book on the 
subject. 

I am of the opinion that writing the 
BASIC compiler is trivial compared to 
writing a readable book on how to use it. 
The many efforts of CBM to write hand- 
books come to mind as examples of how 
not to do it. As I started to read the book, 
something rather strange was happen- 
ing. I found myself wanting to read the 
next page and then the next. I must admit 
that only one other programming book 
has ever been able to lay claim to that! 
This is a rather bold statement to make 
but it is how I found the book and will give 
you a "feel" for the style and ability of the 
authors. 

The book itself is a hefty 548 pages di- 
vided into 6 chapters and 5 appendices. 
It is the style of the book that is so notice- 
able. I think that the best way to describe 
it would be to reproduce a short parag- 
raph. A short program (5 lines) has been 
used to demonstrate the effects of READ 
and DATA. The following paragraph de- 
scribes the actions. 

"Do you see how it works? The values 
in the DATA line are assigned to the cor- 
responding variables in the READ line. In 
a program the reading always begins in 
the first DATA line, regardless of where it 
is located. Then the values are read con- 
secutively. Be careful that the variable 
types and the values correspond. If you 
tried to read a character into a numerical 
variable, you'd get a Type mismatch error 
message. If all data have been read, and 
another READ command is encountered, 
the Amiga would display an "Out of 
DATA" error message." 

The above paragraph is typical of the 
whole book. !t is a no nonsense approach 
that is refreshing and very effective in get- 
ting the information across to the reader. 
Another point that is worth making is that 
the graphic command descriptions are 
very clear and as the IFF format is so im- 
portant to the Amiga this file structure is 
explained in detail and without resorting 
to the rather messy and jargon-ised ver- 
sions that can be found in other Amiga 
handbooks. Just to demonstrate how 
easy it is, a couple of basic programs are 
given and fully described on how to load 
and save graphics in the IFF format. 



The breakdown of the chapters is: 

Chapter 1 Introduction, BASIC and LIST 
windows BASIC commands, saving 
programs, bobs and sprites, TRACE, OB- 
JECT commands, color. 

Chapter 2 Screen resolutions, windows, 
graphics, mouse and menus, bits and 
bytes, Blitter paint & fill patterns. 

Chapter 3 Creating BASIC disks, disk di- 
rectory trees, disk commands in 
Amigabasic statistical data, pie charts, 
peripheral devices, printing. 

Chapter 4 Get and put, IFF, graphics, 
loading graphics, adding your own com- 
mands, number systems, saving pic- 
tures. 

Chapter 5 Random files, database prog- 
ram. 

Chapter 6 Speech, Say and Translate, 
say options, speech utility. 

Appendix A Error and help messages. 

Appendix B AmigaBASlC reference sec- 
tion. 

Appendix C Error free listings of the prog- 
rams in the book. 

Appendix D BASICDemos description 
and information. 

Appendix E Technical dictionary. 

There are so few books that come up to 
this standard and I'm sure that this is the 
only AmigaBasic book that does. It 
makes many otherwise very good books 
look worse than they are. I have no doubt 
that this book will become one of the ail 
time standards that every AmigaBASlC 
programmer will want on their bookshelf 
and it will become the yardstick against 
which all others will be measured. As you 
probably gather, I am somewhat en- 
thusiastic about this book. It may not suit 
everyone, but I can't begin to imagine the 
sort of person who would not like it. 

To conclude, a book that is superbly 
produced and written, with a no-non- 
sense approach to the art of 
AmigaBASlC programming. Many exam- 
ples and useful programs, all set out in 
such a way as to encourage the reader to 
learn and have fun whilst learning 
AmigaBASlC. 

A.E. 



A Data Becker book - ISBN 0-916439- 
87-9 

Contact: Abacus 5370 52nd Street SE, 
Grand Rapids, Ml 49508. Price £16.95 
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BUSINESSWARE 

Panmead's Accounting System 



Software for the Amiga has been 
created for a multitude of different 
activities. However, one area until now 
neglected, is accounting. Especially 
for small business, this would be 
highly useful. Panmead have created 
the first real integrated package. Ben 
Lewis checks it out. 



The problem with extending 
frontiers is that any compari- 
son of where you are can 
only be made by reference to 
whence you have come. In the 
case of this accounts package for 
small business, there is clear 
evidence that its origin is in MSDOS 
rather than having en created 
specifically for the Amiga. What is 
less obvious is that it comes from 
an unusual location for Amiga 
software — New Zealand. What 
special advantages does its origin 
lend it? With due respect to the 
Southern Hemisphere, nothing 
special from New Zealand. How- 
ever, the MSDOS source does give 
it an already established and well 
tried field base in which it has had 
considerable success. It comes in 
two packs. Pack I contains Sales 
Ledger, Invoicing and Stock Con- 
trol and Pack II contains Purchase 
Ledger and Nominal Ledger. We 
put Pack 1 through its paces. 

On invoking the package from 
Workbench, one isconfrontedwith 
the expected icon choices. After 
having clicked the selection, the 
mouse can be put to one side, for 
hereon in, the environment and 
menus are clearly PC style. 

The sales ledger has some nice 
features such as alpha search on 
Enquiry and Input Programs; the 
ability to categories customers by 
Customer Type and Sales Type; 
use of function keys to generate 



account numbers. Yet it also has 
some peculiarities such as the 
postcode only being four characters 
long — clearly O.K. in New Zealand 
— but not in the U.K. unless you 
only use the first three characters 
of the code; there is an exemption 
field in the master file record that is 
supposed to accept only Y for yes 
tax or N for no — we managed to 
enter 9 digits which were happily 
accepted! 

The Invoicing/Stock works 
reasonably well with ample facilities 
and reports for most small busi- 
nesses — the options of choosing 
between 1 of 6 different invoice 
formats and after 4 different 
message lines were particularly 
liked. * 

V.A.T. accounting needs to be 
carefully considered. To work 
properly the customer master re- 
cord has to be designated exempt 
or non exempt and the product 
given a tax code (which is derived 
from a user defined tax table), 
these then become the defaults, 
any changes such as exempt sales 
to non-exempt customers can be 
made by changing the product tax 
code default on order entry. 

However the audit trail listings 
do not properly report V.A.T., 
neither is there an apparent method 
of getting the V.A.T. registration 
number onto the invoice except as 
a message line. 



Reports include Statements, 
Aged Debts, Transaction Listings, 
Stock Lists, supplier Purchase 
Analysis, Stock Take lists, Sales 
Analysis etc. — all were well 
presented with relevant inform- 
ation. 

"Panmead must be 
praised for providing 
this hot line service, 
which all small 
businesses will certainly 
appreciate" 

The manual is adequate if a little 
difficult to follow — the sections 
after Sales Ledger, Stock Control 
and Invoicing sales analysis could 
have been more easily identif ! OJ. 

There isa hot line if yo get into 
trouble, which is a tremendous 
advantage to any small business. 
For its means that any time you get 
into problems — more likely caused 
by yourself than the package per- 
haps, there is someone to advise 
and provide the vital help you need 
to get you back into operation. 
Panmead must be praised for 
providing this hot line service, 
which all small businesses will 
certainly appreciate. 
All inall Panmead have succeeded 
in bringing the first non-U. S. 
orientated fully integrated ac- 
counting package to the Amiga — 
it may have warts, it is not fast, yet 
it is there up and running and for 
that alone at £145.00 + V.A.T. 
represents excellent value. 

B.J.L 
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This is SEGA - the powerful new 
video games system designed 
specially for the home and the 
whole family. It's compact and easy 
to assemble, and the high 
technology gives you sharp video 
images, vibrant colour and 
realistic sound! ~.*v*#£ 



LOOK 
HOW MUCH 
SEGA GIVES YOU 

With Sega, you get a complete, 
ready-to-use system. All you need 
is a TV! The package includes 




games console ^ 
(to run a card or cartridge), 
a FREE copy of the hit arcade game 
"Hang On", 2 control pads, a TV 
aerial fixture to let you watch TV 
even when the console's still 
connected as well as a fitted 
3-pin plug and a special mystery 
game built-in and ready 
for you to find! 
GAMES! 

GAMES! GAMES! 

Sports action, exciting 
thrillers and great arcade 
hits - there's a feast of fun covering 



256k cards! And Sega has 
1 megabyte and huge 2 megabyte 
cartridges to take the 40 new titles 
coming your way later this year 
including smash hits Out Run, 
Space Harrier and many more. 

SEGA GIVES YOU ALL 
THIS FOR JUST £99 95j 






LIGHT PHASER 

Take aim and 
fire at your targets 
with ease - and stunning realism! 

3-D VISOR GLASSES 

Get more out of your game - 

More force, more action and more 
amazing 3-D realism! 




Distributed in the UK by Mastertronic Ltd. 8-10 Paul Street, London EC2A 4JH. Tel: 01-377 6880 
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WRITE 
& FILE 



The Amiga's power and flexibility 
makes it an ideal word-processing 
tool. Peter Lee examines a 
newcomer to this crowded field 
which might just have the edge over 
the competition.... 



SoftWood Write 4 File 
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Because Write & File has both a word processor 
and database manager in one program, it is easy to 
do mail merge. It's as easy as a few clicks of the 
mouse! 



Anew breed of word-processor is 
emerging for the Amiga which at 
last takes full advantage of the 
machine's inbuilt potential. In the early 
days we were glad of any program which 
allowed us to type text on the screen and 
print it out but with major advances in 
software development over the past year 
or so, the subtleties available to Amiga 
programers have been exploited in more 
and more ways. The beast has slowly 
given up its secrets and the rich harvest 
of features are at last being plundered. 
The trouble is that now, anything only 
moderately good is second best; it is a 
tough market out there - and getting 
tougher with an increasing number of 
owners wanting software to push their 
computers to the limit. 

Write & File is a case in point - 
Softwood, who have produced the prog- 
ram, have had the good sense to give 
themselves an edge in the crowded 
word-processing market by, first of all, 
opting for a graphic-display set-up with 
multi-font capabilities and secondly by 
incorporating an integrated database 
manager in the package. As an added 
bonus, Write & File comes with a massive 



100,000 word dictionary and the option 
to configure a user dictionary for your 
own particular specialist words. So it is a 
triple-decker of a program which really 
does break new ground and fill a gap in 
the market. 

Write & File offers true WYSIWYG sc- 
reen output, which although unfortu- 
nately not allowing the use of graphics in 
documents, does permit you to use any 
font you like. There are two factions in the 
word-processing debate - those who 
prefer standard printer text with no frills 
and those who from time to time like to be 
more adventurous and incorporate in 
their documents some of the beautiful 
fonts now available for the Amiga. As one 
of the latter, I get the best of both worlds 
in this package: I can print a handbill with 
mixed fonts but at the same time I can 
also output any text in the standard 
printer font thanks to the program's ver- 
satility. So if you're writing serious busi- 
ness documents they can be made to 
look pretty official; on the other hand 
there's nothing to stop you creating a frilly 
letterhead in a fancy font! 

The program comes on two non-pro- 
tected disks - one for the workbench/sys- 



tem, the other containing the dictionary 
and extra files. There's a straightforward 
ring-bound manual with the very annoy- 
ing trait of having every reference to the 
program name followed by the Trade 
Mark symbol and believe me, it refers to 
itself a lot of times ... Minimum system re- 
quirements are suggested as two drives 
and at least 1 meg of memory (the prog- 
ram uses either hi-res or interlace screen 
display - wonderful crisp definition traded 
off against memory-hungry modes). The 
51 2K machine is just too small for the 
program to run on. Various parts of the 
program are loaded as and when re- 
quired in overlays, though provided you 
have sufficient memory you can either 
force the program to load fully into mem- 
ory on starting up, or else transfer the en- 
tire program to a RAM disk, which is 
created on booting up the system disk. 
As documents are stored in memory 
while you are working on them, the more 
memory you have, the more you can pack 
in - but conversely, the fewer free bytes 
you have, the greater the restriction on 
your document size. 

Write & File has one of the neatest and 
most intelligent input screens I have ever 
seen on a word-processor. It is a combi- 
nation of pull-down menus, slider bars 
and pointer-operated gadgets which 
control everything about your finished 
document. It only takes a few minutes to 
become proficient in the use of these 
controls - there are no embedded com- 
mands to clutter up the screen or send 
you packing to the manual. It really is a 
case of elegant simplicity and it is what 
the Intuition interface is all about. Among 
document features you can control sim- 
ply by using the mouse in the perimeter 
control areas are ruler settings (parag- 
raph indent, margins and tabs), scrolling 
line by line or block by block, jumping to a 
specified page, text alignment (left, right, 
centre and justify) and control bar hiders 
for showing more of your document on 
screen. Once the program is running, you 
are presented with a sharp display screen 
on which to work. Surrounded on all sides 
by the control gadgets, you enter text at 
an insertion point indicated by a short 
vertical cursor. The mouse-controlled 
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cursor is needed to call the program's 
many functions and incorporates the 
neat twist of changing to a text cursor 
containing a help message about the 
exact selection area you are on. This is 
called a 'smart' pointer in the manual - 
and it is very, very clever and helpful. Cut 
and paste operations also rely on text 
being highlighted by the mouse cursor 
before choosing the appropriate action 
from the drop-down edit menu. Luckily 
for people like me who change their mind 
a lot, there is an 'undo' facility for revert- 
ing things back to the way they were be- 
fore your last action. 

"With Write & File it is 
just a case of defining 
your margins with the 
mouse and inserting the 
text" 

Using the mouse Is pretty much second 
nature to Amiga owners - the window en- 
vironment is a dream to use - take my 
word as someone bored to tears with 
having to use a PC at times. The drop 
down menus are also a familiar sight, 
cropping up in almost every program. 
The menu choice of Write & File comple- 
ment the window frame gadgets, allow- 
ing total control over the document. Re- 
quest boxes - all superbly designed and a 
doddle to operate - pop open from time 
to time when some commands are in- 
voked and allow the kind of fine-tuning of 
the program which make it such a ver- 
satile creature. Headers and footers are 
the kind of 'mystery' commands on most 
word processors which take a degree in 
physics to define and place - but with 
Write & File it is just a case of defining 
your margins with the mouse and insert- 
ing the text. Automatic page numbering is 
also simplified and insertion of the cur- 
rent date is just a matter of selecting an 
option from a pull-down menu. 

The printer set-up, as defined from the 
Workbench Preferences, defaults to 
Epson but provided your printer is one of 
those supported in the standard prefer- 
ences list you can alter this easily, as 
more drivers are supplied on the dictio- 
nary disk. From within a document you 
can specify whether you want a true 
WYSIWYG dump {fonts and all) or simply 
a text print-out in the printer's typeface. 
One of the cleverly-designed windows is 
used to allow you to define your page set- 
up for printing, giving options for page 
size and even calculating the margins 
and binding widths for double-facing 
pages. Another window gives all the in- 
formation about the document you'll ever 
need - word count, number of sentences, 
paragraphs, averages and maximums: a 
statisticians dream! 



THE DATABASE MANAGER 

Mail merge programs which allow you to 
integrate names and addresses in docu- 
ments are somewhat routine, if pretty 
simple, these days. Write & File, however, 
offers a quantum leap by providing a 
fully-fledged database program on the 
same disk as the word-processor. 
Softwood also produce the excellent and 
simple-to-use MiAmiga File dedicated 
database - you can see by comparing the 
two programs that both that and the Write 
& File program are out of the same stable. 
Documentation for this portion of the 
program is contained in the same manual 
as the word-processor (and not sepa- 
rately as the package states) which is 
quite natural as the two are so closely 
linked - it's a case of true integration. The 
database and documents may be open 
simultaneously thanks to the Amiga's ex- 
cellent windowing and multi-tasking 
functions. To enter the Database Man- 
ager you first of all need to open a Write & 
File document, then close it - which is 
probably the most clumsy thing about the 
whole package. Now you can . open a 
database by selecting the option from a 
pull-down menu, with the data being dis- 
played in a new window which opens up. 

Defining your database is simply a mat- 
ter of a question and answer session car- 
ried out by dialogue boxes, permitting 
you to name and define the columns of 
your database. These columns can be 
simply text, a phone number - which can 
be used to dial a number when the 
database is being used - a calculation, or 
even an IFF-format picture which can be 
displayed on request. Sound files, too, 
provided they are in the IFF format can be 
named and played back using the special 
database provided. Control of the display 
of entries is excellent, with the ability to 
sort and search and edit entries at any 
time, scroll bars allowing rapid move- 
ment. Cutting and pasting from one cell 
to another is another feature which is as 
simple as pointing the mouse and click- 
ing on a menu option. As if all this flexibil- 
ity were not enough, you will not be too 
surprised to learn how easily the 
database can be used as a source for in- 
formation for the word-processor. 

"You specify which 
column of the database 
to insert in your 

document simply by 
putting the column name 

in angled brackets' 9 

Not only can you do 'simple' tasks such 
as mail-merge (multiple documents cus- 
tomised by having individual names and 
addresses added automatically), you can 
include lists of data in letters (maybe your 
software collection, property for sale etc), 



create envelopes and design labels by 
creating a template. The database has to 
be open for any mail-merging to take 
place and you specify which column of 
the database to insert in your document 
simply by putting the column name in 
angled brackets (eg <Name> ). There is, 
however, a limit of 32 on the number of 
database items you can include in a 
document in this way. Text reformatting 
is carried out automatically to suit your 
chosen preference as the new data is in- 
corporated. There is also the option to do 
what is called a List Merge, which actually 
adds the text in your document as op- 
posed to culling it from the database 
when printing. 
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CONCLUSION 

For under £100 Softwood are offering in 
one package a multi-font word-proces- 
sor and superb database manager, plus a 
100,000 word spelling checker which has 
the good sense to offer its own sugges- 
tions for mis-spelt words. It is a marketing 
move which should win it many friends 
among users. The design concept is 
faultless; controls are elegantly mounted 
with a great deal of thought for the end 
user. In fact I would go so far as to say the 
control aspects of the program - both 
word -processor and database manager - 
are the best I have ever come across. You 
actually feel someone who cares about 
human-machine interaction has "de- 
signed it. The type of word-processor de- 
veloped here - multiple fonts with the op- 
tion of graphics dumps - arouses fierce 
loyalties and some business-users may 
shy away from this non-standard ap- 
proach in favour of the more conformist 
text editors. This conservative approach 
is reasonable but they will be missing the 
opportunity to develop more creativity in 
their presentation. As for the database 
manager - what a pearl to find here, it's 
not thrown in as a gimmick. It really is a 
fully-fledged professional tool which 
taken along with the word-processor 
makes the package irresistible to me. 
Easy to use and obviously taking full ad- 
vantage of the Amiga, perhaps the only 
cloud for some users will be its graphic 
font display rather than the more busi- 
ness-like plain text screens. 

P.L. 

Contact: H.S. Marketing 01-844 1202, 
Microdealer 0908-74000, or Software 
Ltd 01 -278 2377 
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LONDON'S LARGEST DISPLAY OF PRINTERS MONITORS 
COMPUTERS AND PERIPHERALS 



The'London AMIGA Centre 



AMIGA A500 



All Amiga A500's Include Work Bench, Basic, Utilities, 
Manuals, Deluxe Paint and Tutorial. 

A500 £395 



Pack 1 A50D, TV Modulator. 
10 Public Domain Disks. 5 Blank 
Disks, Mouse 

Mat and Am iM mm 
Dust Cover. t*TW*T 


Pack 2 A500. TV Modulator. 
Bratacus. Swooper Arena. Hollywood. 
Poker. GFL Football. Baseball. Golf 

Cruncher. 

Demolition & w\ Q 

Spacebattle. f# # W 


Pack 3A50Q. 1084 Monitor. 
Pro-Write Word Processor Epson 
LX800. Amiga pQllQ 
Printer Cable. LOUJ 


Pack 4 

A5D0. Colour Montior. 

£599 



A500 Accessories 

TV Modulator £21 Cumana CAX354 

A501 51 2K Expansion £95 Dust Cover 




£109 Amiga Printer Cable £12.50 Philips 8833 Monitor £239 Amiga 1084 
£4.80 10xDS/DD £10.50 Philips 8852 Monitor £245 



£286 




AMIGA B2000 



B2000 Includes Work Bench, Basic, 
Utilities, Manuals and Deluxe Paint. 



B2000E950 



Pack 1 B2000 Colour Monitor 


£1139 


Pack 2 B200QA2010 Internal 
Drive. Colour Monitor 


£1299 


Pack 3 B2000 Colour Monitor. 
XT Bridge Board. 
30Mb hard disk. 


£1825 


Pack 4 B200D Mono Monitor. 
Scribble 2 Word 
Processor 


£1079 



B2000 Accessories 

Cumana CAX354 £109.57 

Philips 8833 Monitor £239.00 

Philips 8852 Monitor £245.00 

Amiga 1084 Monitor £286.00 

NEC Multisync Monitor £499.00 

AS010 Internal 3W Drive £173.00 

A2052 2Mb Ram Expansion £347.00 

A2088 XT Bridge Board £435.00 



A228B AT Bridge 

Board £609.00 
A2094 Amiga 20Mb Hard 

Disk £539.00 
30Mb MS DOS XT Hard 

Disk £279.00 
10 x DS/DD Disks £10.50 



SOFTWARE 



Scribble 2 £60 

Analyze 2 £105 

Pro-write £86 

Deluxe Video 1.2 £57 

Deluxe Paint II £57 

Deluxe Music £57 

Publisher 1000 £130 
Zuma Fonts 1,2,3 

each £26 
Alegra 51 2K for 

A1000 £199 

Over 100 Amiga titles off the shelf. 
We will match any UK dealers price 
for Amiga Software that is in stock. 



PRINTERS 



Panasonic 1081 £156 

Star LC10 £199 
Star NB-2410 24 pin £429 

Epson LX800 £184 

Epson FX800 £299 

Epson EX800 £389 

Epson LQ500 24 pin P.O.A. 

Epson LQ850 24 pin £449 

NEC P2200 24 pin £349 
Colour Printers 

Oki Mate 20 £173 

Olivetti DM105 £189 

Epson EX800 £449 

NEC P7 £599 




PHONE FOR NEW CATALOGUE 

On Amiga Hardware and Software 



Mail Order + Export Hot Line Phone 01-686 6362 

^^^^ Delivery by Securicor (4 day) please add £5.75 per stem. 
a£a\ Delivery by Securicor 24 hour please add £9.95 per item. 

* au ^ (software postage free) 

Send off or order by 'phone quoting your Access, Visa No. 
'Phone 01 -686 6362. Immediate despatch on receipt of order or 
cheque clearance. Or Telex your order on: 946240 Attn 1 9001 335. 



EXPORT CUSTOMERS SUPPLIED TAX FREE. 

Contact our specialist export department on 01-686 6362 



ALL PRICES EXCLUDE VAT. 



ALSO A VAST RANGE OF DISK DRIVES, JOYSTICKS, DISK BOXES, INTERFACES, SHEETFEEDERS, ETC. 

Dept. AUI, 53-59 High Street, Croydon, Surrey CRO 1QD. Fax: 01- 681 8939. Tel: 01-681 3022 

Prices correct at copy date. Subject to change without notice due to currency fluctuations etc. E. & 0. E. 
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'Quick and Dirty' - easy riding on the Amiga trail 

This month Giulio Zicchi 
takes a look at Bit Maps 
on the Amiga 



When we talk about Bitmaps, 
or playfieids, with reference 
to the Amiga we simply mean 
the screen display. Unlike machines 
such as the Commodore 64 which 
utilises hardware "trickery" to 
produce a low resolution character 
display, screens on the Amiga are 
bitmapped, ie we have control over 
every individual pixel on the screen. A 
pixel, or picture element, is the 
smallest dot on the monitor or T.V. 
screen that can be manipulated. 

There are several different display 
modes on the Amiga - low resolution, 
high resolution, interlaced, dual 
playfield and "hold and modify". The 
number of colours available in each 
mode is dependent on how deep the 
current playfield is. At this stage it is 
necessary to explain that Amiga 
screen displays should be thought of 
as three-dimensional. Every screen 
has a height, a width and a depth. For 
example, a 320x200 low resolution 
display consisting of a single plane 
would allow us two colours - one 
colour where the pixels are on and 
another where they are turned off. If 
we now add a second plane behind 
the first, we have four different pixel 
combinations:- 



Front plane Backplane 


Colour 


pixel 


pixel 




OFF 


OFF 


0 


OFF 


ON 


1 


ON 


OFF 


2 


ON 


ON 


3 



Thus, by layering extra bitplanes 
the number of colours available 
increases exponentially up to the 
maximum allowed for the mode 
chosen. 

Those of you already versed in 
binary will see the direct connection 
between the number of colours 
available and the maximum number 
of bit combinations there are in a 



given maximum number of bits, as 
the following table shows:- 

DisplayMode 

Low resolution 
High resolution 
Dual Playfield 
Hold and Modify* 



Maximum bitplanes allowed 

5 (32 colours) 
4 (16 colours) 
3 (8 colours each playfield) 

6 (all 4096 colours) 



Hold and modify is a special 
display mode whereby all six bit 
planes are used and we are able to 
'hold' the Red, Green, or Blue 
complement of a pixel and 'modify' 
the other two colour complements. 

In our example, we set up a 
320x200x3 plane display which 
allows us eight colours (including 
background colour). The example 
simply scans a table of co-ordinates 
and uses them to call the Rom 



routine RECTFILL which is located in 
the graphics library. 

Note the use of ALLOCMEM in the 
Exec library which legally allocates 
the correct amount of memory for our 
display and also note that, as we are 
delving deep into the system 
graphics routines, this example 
seizes the entire display and is not 
compatible with Intuition, the 
windowing environment. 



OPT C-,D + 












INCDIR "DFO: INCLUDE/" 












INCLUDE GRAPH 1 CS/GFX . I 












INCLUDE GRAPH^I CS/RASTPQRT . 


I 










INCLUDE GRAPHICS/GRAPHICS 


LIB. I 










INCLUDE EXEC/MEMORY. I 












INCLUDE EXEC/EXEC LIB. I 












INCLUDE HARDWARE/CUSTOM. I 












CUSTOM EQU SDFFOOO 












MEMORY EQU MEMF_CH I P+MEMF 


CLEAR 










LEA GFXL I B , A 1 


Name 


of library to ope 


n 






MOVEQ tO, DO 


Any 


vers ion 








CALLEXEC 0PENL I BRAR Y 


Ca 1 1 


Rom Open routine 








TST DO 


Succ 


essful ? 








BEQ ERROR 


No - 


ex i t 








MOVE. L DO, _GFXBASE 


Stor 


e Library Base 








MOVE.L #24000,00 


Amou 


nt of memory to re 


s e 


r v 


e 


MOVE. L #MEM0RY, Dl 


CHIP 


memory - flag 








CALLEXEC ALLOCMEM 


Cal 1 


Rom Al 1 oc routine 








TST DO 


Succ 


es s f u 1 ? 








BEQ ERROR 


No - 


exit 








MOVE.L DO, MEMORY _P0 I NTER 


Stor 


e Mem Base 








LEA MYB I TMAP , AO 


Prep 


are for Bitmap ini 


t i 


a 1 


i s 


MOVE.L #*03,D0 


3 pi 


anes deep 








MOVE.L #320, Dl 


320 


pixels w i de 








MOVE.L #200, D2 


200 


pixels deep 








CALLGRAF I N I TB I TMAP 


Cal 1 


Rom Initial i se 








LEA MYRASTPORT, Al 


Prepare for rastport i 


n i 


t i 


a 1 i se 


CALLGRAF I N I TRASTPQRT 


Cal 1 


Rom Initial i se 








LEA MYRASTPORT, Al 


Don* 


t assume Al conten 


ts 


i 




MOVE.L #MYB I TMAP , RP_B I TMAP 


(Al) B 


itmap pointer in r 


as 


t P 


or t 


MOVE.L MEMORY POINTER, DO 


Base 


of memory block 








MOVE.L DO, Dl 


Copy 










ADD. L #8000, Dl 


Add 


8000 offset to pla 


ne 


2 




MOVE.L Dl, D2 


Copy 










ADD . L #8000, D2 


Add 


8000 offset to pla 


ne 


3 




LEA MYB I TMAP, AO 


Base 


of our bitmap str 


uc 


tu 


re 


MOVE.L DO , BM_PLANES ( AO ) 


Stor 


e bitplane address 


e s 






MOVE.L Dl, BM_PLANES+4(A0) 


In o 


ur Bitmap structur 


e 
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MOVE.L D2,BM_PLANES+8(A0) 

MOVE.W DO,PLOL Now store Bitmap addresses 

MOVE . W Dl, PL1L in the copper list 

MOVE.U D2, PL2L but since copper instructions 

SWAP DO are word length 

SWAP Dl we have to store the bottom 

SWAP D2 word of each register at the 

MOVE.W DO, PLOH low word label (see below) 

MOVE.W D1,PL1H then swap the words 

MOVE.W D2,PL2H and store the high wor 

MOVE. L _GFXBASE, A6 Gfxbase to A6 

ADD.L #$32, A6 Offset to current copper list 

MOVE.W #$80, DMACON Kill copper DMA 

MOVE . L (A6) , OLDCOPPER Store old copper address 

MOVE.L #NEWCOPPER, (A6) Insert our new copper address 

MOVE.W #$8080, DMACON Enable copper DMA 

LEA MYRASTPORT, Al Our rastport - again ! 

MOVE.W t $01 , COLOUR Set first colour for our loop 

LEA RECTABLE, AO Base address of rectangle data 
RECTANGLE_L00P 

MOVE.W COLOUR, DO Colour to DO 

LEA MYRASTPORT, Al Rastport M 

CALLGRAF SETAPEN Call Rom colour set routine 

ADD. W t *01 , COLOUR Increment colour 

CMP.W #$00, (AO) End of rectangle table ? 

BEQ WAIT Yes - wait for mouse button 

MOVE.W (A0)+,D0 First word in table is X start 

MOVE.W (A0)^,D1 Second is Y start 

MOVE.U CA0)+,D2 Third is X finish 

MOVE. W (A0)+,D3 Fourth is Y finish 

MOVE.L AO, - (SP) Save AO since Rom call corrupts 

LEA MYRASTPORT, Al Rastport pointer MM 

CALLGRAF RECTFILL Call Rom solid rectangle routine 

MOVE.L (SP)+,A0 Retrieve AO 

BRA RECTANGLE_L00P Branch always 



WAIT AND I . B *$40,$BFE001 
BNE WAIT 

MOVE.L _GFXBASE,A6 
ADD.L #$32, A6 
MOVE.W #$80, DMACON 
MOVE.L OLDCOPPER, (A6) 
MOVE.W #$8080, DMACON 
MOVE.L MEMORY_PO I NTER , A 1 
MOVE.L #24000, DO 
CALLEXEC FREEMEM 
ERROR RTS 

OLDCOPPER DC.L O 



Left mouse button down ? 

No - then wait 

Gfxbase pointer 

Offset to copper address 

Ki 1 1 copper DMA 

Old copper address back 

Enable copper DMA 

Memory base for Freemem 

Amount to free 

Ca 1 1 Rom Freemem 

Fin ! ! 



NEUCOPPER DC.U $0100, $3200 , $0102 , $0000 , $0104 , $0OOA 

DC.U $0108, $0000, $010A, $0000 

DC.U $0092, $0038, $0094, $O0D0 

DC.U $008E, $2C81 , $0090, $F4C1 DC.W $00E0 
PLOH DC.U $0000 

DC.U $00E2 
PLOL DC.W $0000 

DC.W $00E4 
PL1H DC.W $0000 

DC.U $00E6 
PL1L DC.U $0000 

DC.U $00E8 
PL2H DC.U $0000 

DC.U $00EAPL2L DC.W $0000 

DC.W $0180, $0000, $0182, $OA0O 

DC.W $0184, $00A0, $0186, $000A 

DC.W $0188, $0F44, $018A, $004F 

DC.W $018C, $00C4, $018E, $OA66 

DC.W $FFFF,$FFFE 



GFXLIB DC.B "graphics. library-, 0 
EVEN 

_GFXBASE DC.L MEM0RY_P0 I NTER DC.L 0 

MYRASTPORT DS.B RP_SIZE0F 

EVEMYB I TMAP DS.B BM_SI2E0F 

EVEN 
COLOUR DC.W 0 

RECTABLE DC.W 10,10,120,100 
DC. U 50, 50, 240, ISO 
DC.U 80,30,300,100 
DC. U 20, 40, 200, 150 
DC.U 50,50,150,130 

DC.W 240,10,300,17 DC.W 100,140,310,180 
DC.W O 
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POLAROID PALETTE 

Created an Amiga masterpiece and 
need to reproduce it? Al Meric looks at 
the ideal solution and tells us how 
things are developing. 



Taking pictures of computer 
screens is an art in itself. All 
too often I receive slides etc. 
sent in by readers and advertisers 
that are not exactly up to scratch. I 
can think of two ways around this 
problem: Pay a professional photo- 
grapher to take your screen shots or 
get yourself a Polaroid Palette. If 
you are only ever likely to take the 
odd screen shot once in a blue 
moon then you are probably better 
off either paying an expert or keep 
trying until you get it right yourself. 
If, however, you are often in need of 
such a facility then the Palette is a 
must. When I first took delivery of 
our review machine I was amazed at 
how large the parcel was. Opening it 
up soon revealed why such a big 
container was necessary. Enclosed 
were the palette (a rather large beast 
itself), a Minolta 35mm camera 
back, a polaroid Landpack instant 



The Bitmap Brothers 



camera, a power film processor, an 
illuminated slide cutter and moun- 
ter, an interface, two manuals and 
software. 

How does it work? The palette 
contains a high resolution black and 
white monitor on which the images 
are displayed. The film is then 
exposed to these images via a series 
of motorised colour filters (similar 
to Digi-View) thereby building up a 
colour picture. 

"By using some of the 
program's special effects 
it is possible to reduce, if 
not eliminate, the 
appearance of raster 
lines from your final 
shots" 

Setting up simply requires that you 
plug the palette into the interface 



[$EE XENON REVIEW ON PME 10 '//) 



and that in turn into the Amiga's 
serial port. A video lead is con- 
nected between the interface and 
the Mono-video-out port of the 
Amiga. It's worth mentioning at this 
point that the Amiga 2000 comes in 
two flavours; the A2000 and B2000. 
One of the differences between 
these two models is that the A2000 
does NOT have a mono-video-out 
port as standard . . . buyers beware! 

The software must be loaded next 
by inserting the disk at the Work- 
bench prompt whereupon it will 
auto boot. After a few preliminary 
hardware adjustments/syncronisa- 
tions the Palette is ready to go. The 
software is menu driven and is the 
means by which the Palette is oper- 
ated. It enables you to load in 
images, to view them and adjust 
their colours if necessary prior to 
photographing them. By using some 
of the program's special effects it is 
possible to reduce, if not eliminate, 
the appearance of raster lines from 
your final shots. Another feature 
enables colour separations to be 
produced that should be suitable for 
creating plates for printing and silk 
screen work. When used in conjunc- 
tion with a motorised camera back, 
it is possible to leave the Amiga and 
Palette to process batches of images 
automatically. 

This is an excellent package. It is 
simple to use and should allow non- 
tech people to produce professional 
quality photographic presentations 
with a minimum of fuss or mess. 
With a little practice and with the aid 
of the power processor and cutter/ 
mounter etc. it is quite feasible to 
produce a handful of slides in some 
20 minutes! All I need to do now is 
find some space on my desk to put 
MY Palette, when it arrives. 

Price: £1,350+ VAT. 

Contact: Burocare Computer 
Systems, 221 Kenton Road, Kenton, 
Harrow, Middlesex HA3 OHD. Tel: 
01-9073636. 



Read the review of Melbourne House's Xenon yet? If not, read it 
now! Read it? Now you will want to know who's behind the 
latest and probably best shoot 'em up yet for the Amiga. 
The Bitmap Brothers are Steve, Mike and Eric, three coders 
experienced in creating computer games. Between them, they have 
written Scrabble, Monopoly, Scalextric, Cluedo, Chequered Flag, 
Backgammon, Match Point and QL and Amiga Karate. This is their 
first shoot 'em up, and their first as The Bros . . . 

Xenon was started in June 1987. The original version was written 
for the ST, then converted to the Amiga. The detailed sprites were 
many in number, and needed too many colours to use hardware 
sprites, so they decided on software sprites allowing loads on 
screen at once. At one point, around 100 sprites are all there for 
the zapping! That is pretty impressive considering the game speed 
seems unaffected. They spent most time developing the scroll and 
sprite routines that form the basis of the game, and take 
considerable pride in the speed and feel of the game. 

The only thing the brothers did not do themselves was the music, 
for which they called upon Dave Whittaker, whose samples and 
music live up to the quality of rest of the game. 

Xenon is one of the games on Arcadia's Super Select coin-op, 
and wiU be tweaked slightly to suit the machine. The Bitmap 
Brothers' next game is still under wraps, and is thought not to be 
the kind of game suited to a coin-op, but going on the quality of 
Xenon, it should be something well worth waiting for. 
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BALL RAIDER 

Diamond 





By looking at the bulging 
muscles of the character 
on the inlay of BaU Raider, 
you'd expect some sort of 
Barbarian-type game, but think 
about the name, and you'll 
realise it's another excuse for a 
Breakout variant. The 
significance of the barbarian is 
that if you master the Ball 
Raider challenge, you can 
become one of the guild of 
warriors. 

Most breakout variants have 
some small individual touch, 
and in this case, there are two. 
The title screen showing the 
barbarian staring at a mystical 
knitting needle is well done. 
The breaking out isnt confined 
to the game, as he is also 
breaking out of his underpants 
(check out that thingy-shaped 
muscle peeping out the side. Is 
that why it's called 'Ball 
Raider 1 ?). The other noticable 
feature is that each level has a 
different picture as a 
background, not just a repeated 
pattern. 



Ball Raider is played in the 
normal way, bouncing a ball off 
a bat to knock out rows of 
bricks. The background pictures 
make it look very attractive, but 
the ball can get lost too easily 
when it passes a part of 
background with a similar 
colour. The bat is joystick 
controlled which makes the 
game more awkward to play 
than it would if it were mouse 
controlled. Unlike Arkanoid, 
capsules dont have to be 
caught for extra power, but 
simply hitting the right bricks 
will alter the speed of the ball, 
allow you to catch it, give an 




extra life, or make the game 
move on to the next screen one 
brick early. 

A few seconds of sampled 
music repeat throughout the 
game, and the few sound effects 
are good. Some of the 
backgrounds and title screen 
are very good, and do well to 
liven up an otherwise run of the 
mill game. 

Breakout, was brilliant when it 
was new, and Arkanoid revived 
the theme very well, but I dont 
think it's a good enough game 
basis that it should warrant so 
many similar games. As 
breakout games go, Ball Raider 
is by no means bad and it has 
its fans at A.U.I. At £19.95 it 
might be considered pricey. 



Price: £19.95 



T.H. 



f r <Z>Itics: 8 
Sound; 8 



&; 7 
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JINXTER 

Firebird 

JINXTER is Magnetic Scrolls newest release, Andy Moss, Amiga User 
International's resident adventurer gets to grips with it in 
more ways than one. 

which up to now carried its charms that kept the 
Green witches quiet and everything orderly. The 
Witches, having run out of Patience being Peaceful, 
concocted a plan to overthrow the power of the 
bracelet. They promised members of the Public 
untold riches if they would hide or conceal a charm 
from the bracelet. The result of all this is that the 
Bracelet has had all its charms stripped so its powers 
of luck and tranquility are fast running out. 

Your task as resident hero, is to locate all the missing 
charms, find the bracelet, put it all back together and 
turn it against the Witches. Finding the charms will 
give you certain magical powers to use in the 
adventure, and they all have lovely names, for 
instance; Doodah makes it rain, Thingy makes the sun 
shine, Watchercallit makes things come back (rem- 
ember the troll in Collosal Caves?) and cojimy freezes 
things. 



Fpst things first, Jinxter is not a classic. Before that 
statement starts Pens scratching onto Paper in 
abject horror, let me also say that it wasn't 
designed to be. Magnetic Scrolls have, of course, in 
the short time they have been with us, built a 
reputation for producing top quality advantuies 
using state of the art graphics and a revolutionary 
Parser that lets you do just about anything you want 
to. Their scripts are always witty, descriptive and 
above all original. But they do not want just to make 
serious adventure software that takes months and 
months to finish, they also want to entertain and if that 
means releasing a fun game, that is easier and light 
hearted, then so be it. 

Jinxter is fun. The puzzles, while not as hard as, say, 
in Infocom advanced level or a Level Nine biggie, are 
neverthless brain teasing and still give a lot of 
satisfaction in cracking. 

"The trick is to find out the route 
through and then start again to be 
able to finish/ 9 

The main features of Jinxter are that killing is no no. 
You cannot be killed or injured for one thing, and if 
you do get stuck there is help at hand in the shape of a 
curious character called The Guardian, who pops up 
when you come to a halt and gives you a bit of advice. 
One word of warning though, each time you get this 
touch of wisdom, your luck percentage will diminish. 
This may not sound too bad until you find out that the 





Goodies 



"ferns ant a i&fect IawSfthan urn iSIitK roses vfaoie scenTfills 
2! aj r : S at s wrd en, *** Jolls nice too. To the north is soar frost 
door, to the south, the garden sate leads onto Meverending Lane. 
There is a deck-chair here, 
cworaclotids Begin to gather on the horiion. 
Jt« cuctaler sandvich. 



very lost puzzle in the game requires you to have all 
your luck, so be warned. The trick is to find out the 
route through and then start again to be able to finish. 

The story of Jinxter is set in the land of Aquitania 
(not a million miles from Kerovnia) and describes 
events when Lady Luck for some reason starts to desert 
everyone. The cause of this is the Bracelet of Turani 



The game plays very easily, although I must start to 
criticise the Scrolls Parser. There are silly things like 
opening gates which unless they are locked should 
not have to be opened first before entering. It is one 
area where Infocom have improved, providing 
you are carrying the right key, the door if locked will 
open. Why oh why should you have to input "open 
door with rusty key 1 ' if you already have it? Do not 
expect fabbo Pawn like graphics in Jinxter, yes, they 
are pretty, but certainly not as effective as the great 
Pawn (could it be that we are getting spoilt by too 
much of a good thing) but great by anybody else's 
standards. 

There is no faulting the documentation in Jinxter, 
along with the game disc, you get a newspaper, a 
Guardian memo suitably cof f e stained and scribbed 
on, and a beer mat competition. As far as using the 
great Amiga to any new frontiers this release just puts 
it in cruise mode, but as a Piece of entertainment it is 
superb. 

AM 

Personal rating 7 
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OBUTERATOR 

Psygnosis 




As anyone who knows Amiga games will 
know, a new Psygnosis game is something 
I to look forward to. Going by the screen- 
shots, their latest, Obliterated will be no excep- 
tion, but you can see that for yourself. The story 
behind it all goes a bit like this . . . 

The inevitable galaxy colonisation was a 
hazardous operation. Most lifeforms were only 
too pleased to gain the protection and technology 
of the Federation. Of course, there were those who 
rebelled against this enforced ruling, and these 
needed to be controlled. For one race to overthrow 
the Federation would be a disaster, so an elite 
force of Obliterators, genetically enhanced to 
optimum physical and mental form was 
assembled. 



"The game has twice as many 
screens, the screens have a third 
dimension, and it takes up a 
massive 880k of memory" 

All was going to plan, the Federation was 
expanding, bringing law and order throughout 
the galaxy. There were few enemies, but they had 
now joined forces in a last bid for their anarchy. 
Inhabiting the centre of the galaxy, they had 
constructed the biggest and most powerful assault 
ship ever. The verdict reached by the elders was 



Your mission: penetrate this mega-ship, and shut 
down its defence, engines and weapons systems, 
recover vital information on its structure, and 
escape before the elders destroy it. No sweat. 

As you can see from the piccies, Psygnosis have 
returned to a similar style to that of Barbarian. In 
comparison, however, the graphics are far more 
detailed, the game has twice as many screens, 
the screens have a third dimension, and it takes 
up a massive 880k of memory. In terms of 
graphics and gameplay, Obliterator looks to be 
the best from Psygnosis so far. Tune in next month 
to find out for sure. t.H. 
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TIME BANDIT 



The 
lei 
CO] 



The subject of time travel 
lends itself well to a 
computer game. All those 
wierd mythological creatures 
and heroes of days gone by, 
and the scope of imaginary 
future beings is almost endless. 
Microdeal's latest uses this as a 
theme to inject some originality 
into a well-used arcade 
adventure game style. 

Life can be a touch risky for a 
bounty-hunting time traveller. It 
seems wherever you go, 
everyone and everything is out 
to get you. There are however, a 
few characters with a little 
more on their minds than 
killing anything they meet. 
Being the adventurous guy you 
are, you decide to conquer the 
sixteen time zones available 
from the timegates. You have 
also set yourself the goal of 
reaching the end (whatever 
that may be!). 

One or two people can play. 
If you choose to go it alone, the 
play area takes up the left half 
of the screen, with the right 
being reserved for status and 
credits. Two player mode gives 
each player about a quarter of 
the screen each in which to 
play. From the timegates, you 
can choose which era to travel 
to. A small area scrolls around 
with the player. Walking over 
the gate takes you to the main 
game. 

Each era is presented as a 
scrolling maze. At various 
points around the maze you'll 
come across treasure to be 
collected, and portals which 
act like the generators in 
Gauntlet, supplying a constant 
barrage of monsters to kill. A 
single shot from your, pistol 
sees to them. To get from level 
to level, keys have to be found 
to open locks. Open all the 
and you can stroll 
gh to the next level. 
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A nice variation is one 
of the levels that plays 
like a game of 
Pacman. 

To introduce a touch of 
adventure, some characters 
and objects you find will 
prompt some text input. A good 
idea, but it's spoilt a bit by the 
lack of instructions it 
understands. Most of the game 
is played in a similar way to 
Gauntlet. The maze scrolls in 
four directions as you run 
around looking for the keys, 
collecting treasure and 
shooting the baddies on the 
way, which can be enjoyable. A 
nice variation is one of the 
levels that plays like a game of 
Pacman. Because each player 
has an independent screen, 
you're free to roam away from 
the other player, unlike 
Gauntlet. 

Some of the sound effects are 
very good, such as the gun fire, 



and alien explosions. Others 
arent so good, but overall, 
sound is up to scratch. All the 
sprites are small, but most are 
detailed and imaginative. The 
backgrounds are quite good 
considering they are really 
simple mazes, although the 
scrolling could be smoother. 

In short periods, Time Bandit 
is an enjoyable game. For 
£24.95, I'd want a more 
involving game. The different 
levels will prolong its long term 
interest, but many people 
might relegate it to the back of 
the disk box before it is played 
right through. There is nothing 
that is bad about Time Bandit, 
it just lacks that exciting 
something extra to keep you 
locked to your joystick. B. V 



Price: £24.95 
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WEST 

GERMANY 

Only 40% of Commodore's business 
today comes from English-speaking 
countries. Probably, its strongest 
country is West Germany. Chris 
Holmes looks at some of the 



reasons. 

While the Amiga vs ST debate 
continues to raise high fev- 
ers in the U.K., the argument 
over which machine will be the new 
generation home computer has fi- 
nally ended in Germany. Not surpris- 
ingly the Amiga won the battle of the 
16 bit micros and it now seems that 
the once popular ST will soon be- 
come just another Atari failure con- 
fined to the computing scrapyard! 
Harsh words you may feel but the 
truth of the matter, contrary to the 
popular belief of some U.K. 
magazines, is that the Amiga 500 has 
outsold the ST by four to one in the 
German market ever since its initial 
release in May 1 987. There have also 
been recent reports from Commo- 
dore Germany suggesting that they 
have now sold in excess of 100,000 
Amiga 500 units. Add that sum to the 
existing Amiga user base of about 
75,000 and you have the beginnings 
of a mass market. 

"The rise of the Amiga 
500 as a mass market 
machine has also meant 
that the German 
software companies 
have been willing to 
invest in the production 
of Amiga games/' 

So just why is it that the German 
public have opted for the Amiga 
rather than the cheaper ST? One of 
the major reasons for the Amiga's 
success if that it is marketed by Com- 
modore. The reputation of Commor- 
dore in Germany is excellent. They 



are, after all, the company responsi- 
ble for the world's largest selling 
home computer, the Commodore 64. 
Financially, the German subsidiary of 
the U.S. company is very healthy and 
its sponsorship of two major soccer 
teams Bayern Munich and Dynamo 
Kiev enhances their overall profile of 
economic prosperity. To the German 
public, Commodore represents a 
high quality computer company 
while Atari are seen to be the com- 
pany responsible for video game 
machines that were fashionable a de- 
cade ago. 

Another reason why the Amiga has 
outsold the ST is that the German 
community are more quality con- 
scious than their English counter- 
parts. They recognise the extra fea- 
tures of the Amiga and since an 
Amiga 500 can be purchased for as 
little as 1000 DM (around £330) only 
about 200 DM dearer than an ST, 
they tend to spend their higher dis- 
posable incomes on the superior 
machine. The rise of the Amiga 500 
as a mass market machine has also 
meant that the German software 
companies have been willing to in- 
vest in the production of Amiga 
games. 

Before the advent of the Amiga 
there were only two major software 
companies in Germany dedicated to 
producing computer entertainment. 
Now there are more than twelve. The 
one company that most gamers are 
familiar with is KingSoft. Although 
they had few commercial successes 
on the C-64 (excepting, of course, 
the majestic C1 6 Winter Events) they 
have already released a string of hits 
for the Amiga. Most popular of their 



recent titles are Mike The Magic Dra- 
gon and Amegas. Kingsoft have also 
promised a soccer simulation to 
coincide with the European cham- 
pionships. Many recent Amiga 
games in Germany are also using 
computer generated music to devas- 
tating effect. Since there are no shor- 
tages of Amiga programmers, many 
of them specialise in different fields 
like sound, graphics and program- 
ming, so those that program Paula 
can really make her produce some 
startling effects. (Watch out Rob 
Hubbard!) 

"This game is so hot that 
it will leave burn marks 
over the most adept 
joysticks" 

One other German company proba- 
bly familiar with many Amiga owners 
is Rainbow Arts, the team behind 
Bad Cat Garrison, the game that's 
currently causing a stir in the U.K. For 
lovers of the game there's more good 
news as the main programmer be- 
hind the project, Andreas Hommel 
has promised a follow up some time 
in the not too distant future. 

Andreas typifies the Amiga scene 
in Germany. He has ambition, techni- 
cal expertise and most importantly a 
mind that is geared to the creation of 
computer games that are enjoyable 
to play. Another game that may pos- 
sibly be released by Rainbow arts is 
the stunning Stingray. From the short 
demo I've been privileged to see, I 
can honestly say that this game is so 
hot that it will leave burn marks over 
the most adept joysticks. Stingray is 
a cross between Defender and Drop- 
zone and it features super fast quad- 
ralax scrolling and ultra smooth ani- 
mation. The business side is being 
led by the highly-reputed Databecker 
whose Textpro and Data Retrieval 
packages are being released in En- 
glish. 

The German software industry is 
quickly emerging as a serious threat 
to the U.K. While many software 
companies in the U.K. decide on 
whether to produce Amiga games, 
there are companies in Germany that 
have emerged solely to support 
Commodore's flagship. As a result 
there could be some quite spectacu- 
lar Amiga games to come from Ger- 
many. Time will tell, so watch this 
space and all will be revealed! 

CM. 
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PRINTLINK 



f TEST DRIVE/ 



Do you need a printer for your 
Amiga? Andy Eskelson finds how 
your old 64 kit might save you 
buying one 



So you are now the proud 
owner of a nice new Amiga. 
You are struggling manfully 
through the instruction books and 
have discovered lots of clever things 
to do with it. In a dark corner of a 
cupboard somewhere, lies your old 
C64and printer, shoved there during 
the mad panic to unpack your 
Amiga. Consider this poor pair, after 
years of faithful service to be shut 
away never to see volts again. , «i 
are looking at a long listing on you. 
Amiga and wishing that you could 
get a printout of it. After buying your 
Amiga you did not have the funds to 
rush out and buy a printer for it. If 
only you could connect up your old 
MPS801 just to get a listing. 

I wonder how often something 
like that has happened? Well, 
beavering away in Bradford is a 
Company called Trilogic and they 
have come to the rescue of all the 
old 64s and printers. In the process 
they have come up with a product 
that gives some of the functions and 
benefits that you would normally 
expect to pay something like £150 
for. So what is this wonderful device? 
It's a printer buffer but one with a 
difference — one that will have you 
dusting off your old C64 and printer 
and finding somewhere to set them 
up again. For this, Trilogic charge 
only £30. 

'7 found that the 
Preferences Trilogic 
supplied were, in fact, 
the same as my own" 

Physically, the Printlink comes in 
two units. One is a standard C64 
style cartridge and the other, a 
smallish box that plugs into the C64 
user port and also the Amiga's 



printer port via lead and mating 
plug. The instructions are very simple 
and are supplied in printing form. 
They can also be viewed on the 
C64's screen. However, you do not 
need a screen to use Printlink as the 
on screen instructions have only 
been provided for convenience sake. 
Directions are given as to how to set 
up the Amiga's printer profile via 
Preferences. I found that the Pre- 
ferences Trilogic supplied were, in 
fact, the same as my own. 

NOW FOR THE WARNING , . . 
This applies to any computer not 
just the Amiga or C64. NEVER plug 
anything into either computer while 
it is switched on! The I/O ports of 
most computers can be easily 
damaged by accidentally shorting 
out pins or causing sudden voltage 
changes by making connections 
when power is present. 

"The Print/ink is 
intended primarily as a 
text only system but it 
can handle limited 
graphics" 

The instructions tell you to switch 
on the Amiga first followed by the 
C64. Then, if you are using an 
MPS801/3 printer all you need to do 
is tap the C64's space bar and forget 
it. When you next send a print 
command the C64 will act as a 60K+ 
printer buffer and as far as the 
Amiga is concerned the print job will 
have finished very quickly. The C64, 
however, will continue to send the 
print to the printer, in the normal 
way allowing you to get on with 
another job. With large documents 
this speeds things up enormously 
as some word processors do not 
allowyou to resume editing until the 
print job is finished. 




Several filters have been included in 
the Printlink software, to allow you 
to convert Amiga Ascii into CBM 
Ascii, force a line feed after every 
CR and to select a secondary 
address if required. Printlink will 
also work with Epson compatible 
printers when used with a suitable 
interface. Users of the Super-G 
(otherwise known as the G-Wizz) 
interface beware! I was unable to get 
this interface to work with the 
Printlink but I MUST stress that 
there was no aparent fault with 
either unit. The Printlink functioned 
faultlessly with the MPS803 and the 
Super-G works perfectly with the 
Canon PW1080A. It is probably due 
to a slight incompatibility somewhere 
between the two units. 

To conclude, the Printlink is 
intended primarily as a text only 
system but it can handle limited 
graphics. It must represnt one of the 
best value for money buys about 
today. The only problem I now have 
to sort out with this arrangement is 
that of finding somewhere to put the 
C64 without cluttering up the desk! 

One final thing to note is that the 
connectors on the A1000 are dif- 
ferent to those on the A2000 and 
A500 models. So make sure to state 
your machine type when ordering. 

A.E. 

Contact: Trilogic, Unit 1, 253 New 
Works Road, Low Moor, Bradford 
BD12 OOP. 0274 691 H 5. 
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EXTERNAL 3.5 DISC DRIVE 

Lowest ever price £ 85.00 

Slimline (1 "), highest quality 1 Meg drive, lowest power consumption (1 .8 
W) and fully compatible. Full one year guarantee. 




51 2K RAM CARD ( A500) 

Commodore RAM card and Clock £99.00 

STL RAM CARD ....£60.00 

STL RAM CARD and clock £68.00 

The STL RAM cards will fit into A500 expansion port {under the keyboard). 
Add 51 2k of RAM with Clock Calendaroption. Replacetheofficial upgrade at 
a fraction of the price. Please note: unlike some of our competitors, we only 
use highest grade components. Full 1 year guarantee. 
UNIQUE FEATURE: DISABLE SWITCH to run protected games! 

■ ~ _ 




COLOUR MONITOR 

AMIGA monitor, limited stocks 
£199.00 



NLQ PRINTER 

PANOSONIC KP1081 NLQ printer 

..£147.00 

including printer lead, tractor and 
friction. 



All prices exclude VAT* Please allow £2.00 
to cover p&p* 



SOLIDISK 

TECHNOLOGY 

LTD 

17 Sweyne Avenue, 
Southend -on- Sea, 
Essex SS2 6JQ 



Mail Order and export 
Phone: 0702 354674 

Technical Support 
Phone: 

0702431122 

FAX (trade and export 

only): 

0702512426 



wwwBk Teteient Adaptor 

AfKtM. D*TA mx 



TELETEXT 

TELETEXT adapter and TV receiver . . £85.00 
Receives BBC1, BBC2, ITV1 and CH. 4 TV 
pictures and sound. Displays and captures 
Teletext pages, download software etc. Data 
sheet available on request. 



NEW! 




^in*i |IM efic graham's 

raytracing 
animation package - 

£>VS*/* II FLOPPY DISC 

fUUVf II ACCELERATOR £24 

WORKS BEST WITH ADDED RAM. CAN MAKE 10 TIMES FASTER 

DIGI PAINT 

PAL £40 

upgrade £10 

DIGI VIEW PAL 

£1 85 upgrade £1 0 

MICROFICHE 
FILER £69 

ram 

expansion 



2Mb Micron boards 

from £430 

★ A2000/1 000/500 

★ Genuine "fast" RAM 

★ RAM test software 
included 

★ No wait state design 

★ 2 year warranty 

8Mb ASDG BOARDS 

£430 (unpopulated) 

★ 8Mb in one Amiga slot 

★ 2, 4, 6, 8 Mb population 

★ No wait state design 

★ Autoconfigu res each 
2Mb 

68020/68881 

Increase the performance of 
your Amiga 2000, 1000, 500 
with 68020/68881 processor 
upgrades from CSA and 
Hurricane, various speeds from 
7 MHz to 20 MHz available. 
Also available to complement 
these upgrades - 32 bit memory 
expansion boards, 

MAGAZINES 

Amazing Computing . . £3.50 

Amiga Sentry £3.00 

Info £3.50 

Robo City News £2.50 

Callers Wed-Sat 12-6 
Dealer enquiries welcome 
Prices inc. VAT 



.The 
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PROFESSINAL DISPLAY AND 
ANIMATION 

★ Create si ideshows, show 
anim files 

★ All resolutions inc. HAM 
8c PAL 

★ Page-flipping, text and 
sound 

★ Mouse and keyboard 
entry 

★ Basic-like command 
scripts 

★ Video effects and BUTTER 
control 

DEMO DISKS 

£5 each (1) Probe 

(2) RGB/Focus 
meeds 1 Mb) 



£75 

WYSIWYG Word Processor 
with full colour graphics 
and fonts. 

SOFTWARE PRICES 

AiRT £55.00 

Animator; Apprentice £195.00 

Animator: Junior . . £52.00 

Demo Disks £7.00 

Library Disks £14.00 

to £25.00 

Demo Video £25.00 

Butcher 2 £27.00 

Upgrade £8.00 

DiscPro +! £22.00 

Dougs Math Aquarium £58.00 

Earthbound Fonts £13.00 

All three for £36,00 

Express Paint £58.00 

Forms in Flight £60.00 

Outline £36.00 

Rav Tracer £11.00 

Newsletter 1-3 ea£8.00 

4 £3.00 

Sculpt 3D £69.00 

Demo Disk £4.00 




Centre 

Scotland 

4 Hart Street Lane, Edinburgh EM 3RN 
Tel: 24 hours 031-557 4242 
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MUDDLED MEMORY 

Fast Memory — Slow Memory — 
Chip Memory — CONFUSED? Then 
let Ariadne Software, authors of 
THE KICKSTART GUIDE TO THE 
AMIGA, sort out your memory. 



The situation as regards memory 
on the original Amiga 1000 was 
fai rly straight-forward. The A1 000 
came with 512K of internal "chip 
memory" accessible by both the 68000 
and the PAD (you could get a system 
with only 256K, but there wasn't much 
point); if you wanted to expand on this 
you could add up to 8 megabytes of 
external "fast memory" (also known as 
expansion memory), accessible by the 
68000 only, and therefore not subject to 
cycle-stealing by the PAD. This situation 
has become confused since the release 
of the A2000 and the A500, by the arrival 
of a new form of memory generally 
known as "slow memory" — it is 
probably worth trying to explain this, 
though please feel free to ignore this 
section if this is your first 

The situation on the Amiga 1000 was 
that available chip memory was checked 
by Exec on power-up; Exec would then 
swipe some of this memory for its own 
use for things like Exec library structures 
and the system supervisor stack, which 
was put at the top of chip memory from 
$07 E800 up to $08 0000. The rest of 
available memory was put by Exec into a 
"free memory list", ready for allocation 
by anything else that wanted it. 

Later on, the system would scan for 
expansion memory, using a complex 
protocol looked after by a special library 
called "expansion. library". This would 
interrogate any add-on cards, looking 
for expansion memory (amongs other 
things); if found, this memory would be 
linked into the memory free list as fast 
memory, at the next available location 
somewhere between $20 0000 and and 
$A0 0000. 

From then on, memory allocation was 
looked after by two Exec routines called 
AllocMem() and FreeMem(), or by higher 
level routines built on these such as 
Exec AllocEntry() and FreeEntryQ, or 
Lattice malloc() and freeQ. Exec Alloc- 
Mem() is called with two parameters, the 
first indicating how much memory is 
needed, and the second indicating 
various options, including what sort of 
memory is wanted — chip memory, fast 



memory, or don't-care-fast-if-available. 
This causes a block of memory to be 
removed from the free list, until released 
by a suitable call to FreeMemQ. 

This was a nice versatile system; the 
only problem with it was that it wasted 
some chip memory on Exec library 
structures and supervisor stack, which 
didn't really need to be there and which 
took memory which could otherwise be 
used for Intuition screens, graphics 
structures, digitised waveforms etc. 
Since it rapidly became apparent that 
chip memory was very much at a 
premium on Amiga, this scheme was 
modified somewhat on the A2000 and 
the A500, by adding a new form of 
memory, now generally known as "slow 
memory". (To confuse matters, slow 
memory was once known as "ranger 
memory", while recent documentation 
tends to refer to slow memory as "fast 
memory", while referring to real fast 
memory as "expansion memory" — we 
shall ignore this.) 

Slow memory is an additional 51 2K of 
RAM, built into the A2000, or available 
as an optional internal RAM-pack 
(together with real-time clock/calender) 
on the A500. This memory maps in up at 
the top, in an area previously reserved 
for I/O etc starting at $C0 0000, thus 
bringing the Amiga A2000 and A500 
totalRAM up to a theoretical maximum 
of 9 megabytes. Slow memory is checked 
by Exec BEFORE it checks chip memory 
at power-up; if found, slow memory is 
used for things like Exec Base and the 
supervisor stack, instead of these being 
put into chip memory. The rest of slow 
memory not used for these structures is 
put into the free memory list; from then 
on it is treated by the system exactly like 
fast (ie expansion) memory. 

The good news is that this gives you 
the maximum possible amount of free 
chip memory on the A2000 and A500. 
The bad news is that slow memory — as 
the name implies — isn't . real fast 
memory; despite the fact that is lives 
high up in the memory map, slow 
memory is in fact on the same side of the 
gate in the Amiga bus as the PAD. This 



means that slow memory access suffers 
from cycle stealing when the PAD is 
handling high resolution or using a 
"nasty" blitter, despite the fact that slow 
memory cannot actually be accessed by 
the PAD (at least with the current chip 
set!). Be warned therefore that a program 
which uses high resolution or a lot of 
colours, or which does a lot of "nasty" 
blitting, will not run as fast in a one 
megabyte A2000 or A500 as it will in a 
system with real fast (expansion) 
memory. 

There are two further points worth 
making, relating to two utilities provided 
on the 1 .2 disks, called NoFastMem and 
SlowMemLast. The first is fairly simple: 
some early games programs tended to 
assume that any memory they found in 
the machine was chip memory, and they 
therefore won't work properly on a 
system with over 51 2K. To get round 
this, run NoFastMemory (by doubling 
clicking on the icon), which will go 
through the system allocating any 
memory that isn't chip memory so that 
these games will run properly; double 
click on the icon again to get the extra 
memory back. 

The second point is more subtle: if 
you have a system with slow memory, 
then even if you add real fast (expansion) 
memory, this will tend not to get used as 
much as it should be. This is because 
Exec links the slow memory into the 
system free list BEFORE expansion, 
library links in the fast memory, which 
means that any remaining slow memory 
will always tend to get allocated before 
the real fast memory gets a look in. The 
solution is to run the program Slow 
Mem Last, which will adjust the links in 
the free memory list so that slow 
memory isattheend of the list, so that it 
will get used AFTER any real fast 
memory. If you are adding expansion 
memory to an A2000, or to an A500 to 
which you have already fitted slow 
memory, we suggest putting Slow 
MemLast in your standard Workbench 
startup sequence. 
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THE XEROX 4020 
COLOUR INK-JET PRINTER 



I would imagine that there are a fair 
I number of Amiga users out there 
I interested in the Xerox 4020 colour 
printer, maybe because of the advert 
showing an on-screen picture of a 
house in the country, along with a 
perfect pixel-by-pixel paper copy below 
it. It's a good bet that many are just 
considering an upgrade to a printer that 
can really do the likes of Deluxe Paint 
justice when it comes to hard-copy. The 
4020 is one of a few such machines and 
will give very respectable results, for a 
price. 

The 4020 is an ink-jet printer, building 
up the image on paper by firing drops of 
liquid ink directly onto the paper. The 
mechanism used for the firing action is a 
set of piezo-electric transducers built 
into the print head, which literally 
"vibrate"the ink onto the paper and this in 
turn gives a very quiet noise level to the 
actual print operation — some 55dBA 
maximum is claimed by Xerox. This is 
much quieter than the average dot- 
matrix, some of which can be real 
screamers. 

The ink transducers are supplied with 
ink via twenty individual nozzles built 
into the head, supplying the four main 
colours of ink — black, yellow, cyan and 



magenta — that the 4020 uses to build 
up more than 4000 other apparent 
shades. 

They are supplied in clear disposable 
plastic tubes containing 5cc of a water- 
based ink. These are sealed at both ends 
with a tough, tin-foil like skin and each 
come with a removable plastic cap of the 
same colour as the ink inside — very 
useful as it is near impossible to tell the 
difference between black and cyan 
merely by looking at the neat ink. 

You know when it is time to insert 
more ink of a colour as one of four "Ink 
Colour Out" green LEDs on the Control 
Panel will light up. Besides this the 
printer will normally not allow you to 
start a new job on low ink. It is then a 
simple matter of inserting a new ink 
cartridge. There's no danger of applying 
ink to the wrong reservoir as the 
insertion ends of the cartridges each 
have a moulded physical "key" and will 
only enter the throat of the correct one. 

Acknowledging the fact that droplets 
of liquid ink on normal papertend to run 
and spread out, the 4020 uses its own 
kind of paper which has one side coated 
with a substance having a rapid 
absorbancy rate without giving rise to 
blurring spreadout. 



This paper needs a little care to make 
sure it is fed into the printer the correct 
way round, as the uncoated side is not 
very absorbent and will smear the ink all 
over the bail rollers which will then 
transfer this mess over the following 
paper for ages until stopped and cleaned. 
With cut sheets this problem could 
easily catch you out as both sides are of 
the same appearance. However, the 
coated side is much "tackier" to the 
touch due to it absorbing skin moisture 
as readily as ink. 

Transparency sheets are also sup- 
ported and are used for prints destined 
for overhead projectors. 

"The printer informs you 
when you need a fresh 
Maintenance Cartridge 
by flashing the 'Ready' 
LE* on the Control 
Panel" 

As well as inks and paper, there is one 
more consumable that the 4020 will 
need and this is a Maintenance Fluid 
Cartridge, which is basically a plastic 

/ CONTINUED QNPfl&eSZ / 
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□ AMIGA PRO SAMPLER STUDIO 



► A top quality sound sampling system at a realistic 
price. 



• Variable sample rate and playback speed 

• Separate scroll line waveform windows plus zoom 
function with Edit windows for fine accurate editing. 

• Hardware compatible with many other software 



► Software files can be used within other music 



• All the usual features of a sampling system plus 
many more. 

• 100% machine code software for realtime functions. 

• Hires sample editing. 

• Realtime frequency display. 

• Realtime level meters. 

• Files saved in IFF format. 

• Adjustable manual/automatic record trig leveL 

ONLY £69.99 COMPLETE SYSTEM, PLEASE STATE AS00/ 1000/2000 



• Reverse, copy, mix, clear plus other edit facilities. 

• Microphone and line input %" Jack and Din 
connections. 

• 3D shot of sound waveform. Wave editor to design 
your own waveforms or adjust existing ones. 



□ DATEL JAMMER 

lb complement the Sample Studio the Datel 
Jammer gives you a 5 octave keyboard to 
play and record your sampled sounds. 
FEATURES: 

• 2 and 3 note chords. 

• 4 track sequencer up to 9999 



• Tempo and Beat Controls. 

• Mixer Controls on Instruments. 

• Load and Save sequence. 

• Works on standard IFF file sounds. 





□ DISK/STORAGE 
BOX OFFERS 

• DD40 holds 40 disks lockahle. 

only £6.99 

• DD80 holds 80 3^" disks lockable. 

only £8.99 

• Disks - 3y 2 " D/DS/D. 

• lop quality, bulk packed with 
cables. 

ONLY £22.99 FOR 25. 



□ DATA/SWITCH 
BOXES 

• A/B type connect two printers to one computer 
or (vice-versa). 

• Centronics connections or RS232 (Serial) connections 
(25 pin) please state. 

only £24.99 

• ABC type connect three printers to one computer 
(or vice versa). 

• Centronics or RS232 connections. 

only £34.99 

• Intelligent Printer Sharer. 

• Share one Printer between four computers. 

• Automatic switching - no need to leave your computer. 

• RS232 serial or Centronics connectaons - please state. 

only £79.99 



□ EPROM 
PROGRAMMER 

• Easy bo use, highly efficient Eprom 
programmer. 

• Programs 2764/27128/27256/ 27512 Eproms. 

• Programs 12.Bv or 21v 

• NM0S and CMOS types. 

• Load and Save File functions. 

• HEX and ASCII Dump of Memory. 

• Menu driven Program features. BLANK, 
READ, BURN and VERIFY functions. 

• Zero Force insertion socket. 

• A500/2000 or 1000 model (please specify). 

ONLY £39.99 COMPLETE 




□ PRINTER CABLES 

• 25 pin 'D' to 36 way Centronics 
parallel lead. 

• A 500 or 1000 please state. 

• 1,2m length. 

only £7.99 

• 25 pin 'D' to 25 pin 'D' - serial 
printer lead. 

• A500 or 1000 - please state. 

• 2m length. 

only £7.99 

□ ROBOTARM — Full Function - 5 Axis Movement 

• Comes with Accessories including 'Finger' 
Jaws, Magnetic Attachment, Shovel Scoop, 
4 Stabilizing Suction Base Legs. etc. 



• Explore the fascinating science of Robotics 
with this full feature Robot Arm. 



» Human like dexterity - with 5 Axis of 
movement it is so versatile. It can manip- 
ulate small objects with amazing ability. 

> Easily controlled using 2 Joysticks (any 
9 pin type) or connect to your Amiga 
with our Interface + Software to give 
Computer/Robotic control (see Interface 



□ INTERFACE OFFER 

• Unique Software/Hardware package to 
allow you to interface your Amiga with the 
Robotarm. 

• Train mode allows you to store and then 
repeat movement sequences. 

• Very easy to use. 



• Uses 4 HPS batteries (not supplied) to 
power motor movement so uses no com- 
puter power. 

• Self contained, ready to use (except batts, 
joysticks). 

only £39.99 



> This Interface is not needed to use the 
Robotarm but interfacing with your Amiga 
has great possiblities. 



only £19.99 

complete with gables. 



DAicL ELECC^OniO 



□ EXTERNAL 3.5 DISK DRIVE 

• Slimline 1 Meg suitable for A500 or 1000 

• Ibp quality NEC drive mechanism 

• TtLroughport for Daisychaining other drives 

• Attractively styled • Complete - No more to buy 

• 12 months guarantee • Fully compatible 

ONLY £ 1 1 4.99 POST FREE 

ADD (£5 for next day Courier delivery). 




□ 51 2K RAM EXTENSION • A500 

• Available with/without calendar clock option 

• Simply plugs internally into a A500 slot 

• Fitted in minutes - no soldering etc. 

• With calendar/clock onboard time/date automatically booted 

• Battery backed to retain time/date 

ONLY £79.99 FOR STANDARD 512K CARD OR 
ONLY £89.99 FOR VERSION WITH CLOCK/ CALENDAR 



□ MARAUDER II 

• Quite simply the best disk copier available for the Amiga 
(all models) 





□ Special 'Strategy Files' cope with even the 
most advanced protection schemes 

□ Supports upto 5 drives simultaneously for 
multiple copies 

□ Regular updates available - we always 
ship the latest 

Q Past operation - typically around 80 
seconds 

□ USAs top selling copier 

ONLY £29.99 POST FREE 



□ Superfast disk copier will copy almost any 
commercial disk 

Q Friendly user Interface - Mouse driven 
throughout. 

□ Completely compatible with Amiga 
multitasking system 

Q Even decrypts many encoded programs 
including D.Print/Video/ Paint/Music/H 
etc. 




prixt- save 
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□ MIDIMASTER 

• Full Midi Interface for A500/ 
2000/1000 (Please state model) 

• Compatible with most leading 
Midi packages (inc. D/Music) 

• Midi In - Midi 0utx3 - 
Midi Thru 

• Fully Opto Isolated 

• No need to pay more - 
Full Midi standard 

only £34.99 



□ G RABBIT 

• Grabbit is a transparent Screen Grabber 
program 

• Always there - simple key operation 

• Drives dozens of Printers 

• Requires only 10K Ram 

• A true productivity tool! 

• Very quick operation - does not require 
screen on during printing 

• Free 'ANYTIME" program lets you update 
your own colour palette preferences. 

ONLY £21.99 POST FREE 



ALL ORDERS NORMALLY DESPATCHED WITHIN 48 HRS 

HOW TO ORDER 


BY PHONE 

0782 273815 
24 hr Credit Card Line 


BY POST 

Send cheques/POs made 
payable to "Datel Electronics' 


BYPRBSTBL/BfiX 

Prestel Pages * 25880000A 

Fax Orders 
0782 264510 



DAlEL 

ELECHOniO 



UNITS 8/9, DEWSBUBY ROAD, FENTON INDUSTRIAL ESTATE, 
FENTON, STOKE-ON-TRENT 



SALES ONLY 
0782 273815 



TECHNICAL ONLY 
0782 202258 



I TEST DRIVE I 



THE XEROX 4020 
COLOUR INK-JET PRINTER 



box similar in size to a video cassette, 
containing a 175cc bag of distilled water 
in one half and a very absorbent 
sponge-like material in the other. 

These are plugged into the 4020 via a 
little port at the bottom front left of the 
printer. 

The main purpose of the distilled 
water is to keep the ink nozzles wet 
during power-off time or to flush out the 
ink nozzles whenever required. The 
sponge material is used as a holding- 
pen for the used, dirty water. Whenever 
you feel that degrading printout quality 
could be due to a dirty jet or air bubbles 
in the system, just press a button at the 
back of the printer to activate what is 
called a "Recovery Cycle" — a fully 
automatic process that will take around 
four minutes, flushing out ink and debris 
by pumping the water around the 
nozzles. 

I should add the water will also keep 
the nozzles wet during idle states of 
power-on time. 

The printer informs you when you 
need a fresh Maintenance Cartridge by 
flashing the "Ready" LED on the Control 
Panel, which also has LEDs for the "Ink 
Colour Out" warning as described, a 
"Paper Out" LED and one more for 
power on/off. 

There are finally the "usual" start/stop, 
line-feed and form-feed buttons on the 
Control Panel, all neatly mounted flush 
with the LEDs on the panel base and 
covered with a dirt resistant soft plastic 
skin. 



When switching this printer off, be 
prepared for a minute's wait as the print 
head nozzles are what is termed 
"capped" with the maintenance fluid to 
prevent the drying out of the residual ink 
in the nozzles. Switching on has a 
smaller delay as the nozzles are duly 
"uncapped". 

There is also a user selectable "Wet 
Shut Down" which is really a more long 
term version of normal shutdown 
capping, with the addition of completely 
flushing out the ink nozzles and is used 
prior to transportation or long storage 
periods. 

This is a good time to note that the 
delicate mechanism of the print head on 
the 4020 does not take kindly to any 
rough movements, merely placing it on 
another table in the room will often stir 
up little air bubbles in the inks which 
somehowfind their way into the nozzles 
and force you to make a recovery cycle 
to get the printer functioning properly 
again. 

On to the back of the printer now. 
There is the parallel Centronics interface 
for linkup to the Amiga's (the actual 
cable is not supplied as standard), along 
with the following devices: 
A Recovery Switch to initiate Recovery 
Cycle as described above. 
A Self-Test switch; this will activate 
repetitive printing out of a line of 
various characters in seven main colours, 
to examine the bidirectional print for 
synchronisation with the previous line. 
An adjustment knob exists to adjust the 
print sync it needed in real-time while 
the Self-Test is running. 

Then there are two dip switch modules, 
Aand B. Module "A" allows forselecting 
printing of characters peculiar to a 
certain language, e.g. Finnish, Dutch 
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etc. and module "B" selects the various 
power-up defaults, such as font selec- 
tion, draft of NLQ, margin setting, etc. 

As for printer drivers, the 4020 is very 
well supported in having two drivers to 
choose from, the Diablo C-150 found 
in Preferences or the Xerox 4020 found 
in the Devs/Printers directory of the 
Extras disk. I have used both drivers and 
could not see any visible differences in 
the end results of either when turning 
out graphics, although I find the Xerox 
drivers has the edge for text use. 

The printer is light grey in apprearance 
and fits in very well with the Amiga's 
beige. 

That's about it for the Tour-De-4020, 
save to mention that the image data 
buffer is quoted at 4.4K and an RS-232- 
C serial interface configuration is avail- 
able if you want one. 




Text quality is quite respectable in 
draft mode and very good in NLQ mode, 
speed here being around 40 cps. 

Draft mode is twice as fast and you 
can also use the other three main ink 
colours as well in this mode, but the 
speed then drops to 40 cps. As for the 
all-important graphic dumps, let me 
start by stating the properly setup 4020 
is quite free from horizontal line mis- 
alignment and colour overlap which 
would otherwise give rise to the lining as 
seen on many of the cheaper machines 
— for me, the printer's main strength. 

"Black is most used, 
dimming the appearance 
of the darker shades and 
duty runs out the fastest" 

Having only four main ink colours, 
which are directly mixed to produce a 
further three solid "real" colours — 
violet, green and red, it is obvious that 
the 4020 has to achieve the large range 
of shades it offers by mixing the inks 
together. 

This "mixing" is actually done by 
dithering the inks together on the paper 
with a high degree of precision. 

Black is most used, dimming the 
appearance of the darker shades and 
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duly runs out the fastest. 

I have turned out many dumps with 
this machine and I am always happy 
with the clarity of the prints at all screen 
modes; Hi-res interlace images repro- 
ducing the pin-point colours pixel-for- 
pixel very well indeed but it is still not 
perfect. Most shades printed out a bit 
darker than they appear on screen, with 
a few turning out very much darker 
indeed, although palette control before 
printout (Deluxe Paint's is very good) 
should allow you to lighten the offending 
shades. 

Blue shades are the Achilles heel of 
the Xerox 4020 on the Amiga. All but a 
few lighter shades will print out in 
shades of purple. 

In "Enhanced Mode" which isthe way 
it should be set for best results, the 4020 
prints at a horizontal dot resolution of 
240 d.p.i. as opposed to the normal 
"draft" 120 d.p.i. Graphics mode speeds 
on non-page printers were never fast 
and the 4020 is certainly no exception; 
assuming a six by ten inch print size, the 
4020 will take around 8 minutes for a 320 
by 200 lores screen with 32 colours, to a 
make-a-cup-of-tea 26 minutes for a 16 
colour hi-res interlace display of the 
same printout size. The times vary 
according to the colours. 

Black and white prints are much 
faster and extremely sharp, although 



the desire to stay with black and white 
on this machine is unlikely. 

However, all silver linings have their 
clouds and cost is the Xerox 4020's 
biggest and greyest. 

The very expensive inks do run out at 
a rate which will be alarming to all but 
those with plenty of spare cash and 
don't forget you need the special paper 
too, which is not cheap. 

The Maintenance Cartridges last a 
long time, thankf ully when you consider 
the price of the things for what they are. 

A fully covered page of colour could 
set you back up to fifty pence a time 
depending on how much ink the dump 
actually takes, as the paper and most 
especially the inks are very expensive. 

A usefully stocked setup will cost you 
around £1,300 at present prices. I 
recommend joining a club such as 
ICPUG for the discounts among other 
things — with the running costs of this 
machine the subscription will soon pay 
for itself. 

Conclusions 

Business Amiga users may highly rate 
this printer because of its ability to 
produce sharply defined coloured 
reports, graphs etc., with the utmost 
ease and will no doubt be able to take 
the rather high running costs in their 
stride. 



As for the average amateur Amiga 
user — who will appreciate this printer 
more than any business for sure, I think 
it is fair to say that not too many will 
entertain the present asking price. 

I personally feel that even if the printer 
itself dropped substantially in price, the 
high prices of the supplies unless 
similarly reduced would still deter many 
from the idea — if you think printer 
ribbons are expensive wait until you use 
this machine for a month or two! But 
who knows, the price of the A1 000 fell in 
price, maybe this piece of machinery 
will do so in time. 

If you have the funding and your heart 
set on a really high performance colour 
printer, you will certainly be happy with 
the overall performance of the Xerox 
4020 printer, for both text and graphics 
applications. 

The prices: 
Xerox 4020 colour printer £1,250 + VAT 
4 colour ink replacement 
pack £19.95+ VAT 

Maintenance Fluid 
Cartridge 

Pack of 500 cut sheet 
paper 

50 metre roll of paper 

Contact Precision Software Limited, 
6 Park Terrace, Worcester Park, Surrey 
KT4 7JH. 

A.H. 



£19.95+ VAT 

£29.50+ VAT 
£22.45+ VAT 



STOP! 

STOP! 

STOP! 

Why pay more? 



FEATURES 

❖ One year guarantee 

❖ 880K formatted capacity! 

❖ Very quiet 

❖ Slimline styling 

❖ Throughport 

❖ Fully compatible 

❖ Suits A500 or A 1 000 

❖ Top quality Citizen 
drive mechanism 

❖ Long cable for location 
left or right of computer 



We can supply you 
this ultra neat, 
high quality 
Amiga 2nd 
drive for 
an ultra 
low price 



All prices VAT/delivery inclusive. Next day delivery £5.00 extra. 

How to order 



Send cheque P.O. or ACCESS/VISA details 
Phone with ACCESS/VISA details 
Govt, educ. & PLC official orders welcome 
Same day despatch whenever possible 
Callers welcome, open 6 days 9.30-5.30 
All offers subject to availability, E.&O.E. 
TELEX: 333294 FAX: 0386 765354 



63 BRIDGE STREET 

EVESHAM 
WORCS WR11 4SF 
Tel: (0386) 765500 





ALSO AT: 1756 PERSHORE RD., COTTER I DGE, BIRMINGHAM, B30 3BH TEL: 021 458 4564 
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I USER PORT I 



AMIGA USERS 



As many new readers — and new Amiga users — 
will not have seen previous issues in which we have 
published articles from the Amiga Users Group, we 
thought that it would be useful and helpful to retrace 
the steps that brought into being the first Amiga 
user group in Europe. John Broad who is a leading 
member of the Group takes a lighthearted look at 
how it happened and how he himself got involved in 
this focal point for Amiga enthusiasts. 



The UK Amiga Users Group, where 
did it all begin? Before one could 
answer that a digression to the 
historical side of the first encounter might 
help. I suppose my first exposure to the 
Amiga was way back in the dim and dis- 
tant past of early 85 or was it late 84, 
senility and writing editorials fuddles 
one's brain when it comes to remember- 
ing time. Anyway, I was huddled in a 
friend's house at the time, observing him 
clattering away at the 64 keyboard. 
Watching someone programming 
machine code is about as exciting as 
watching wood warp so it was not too 
long before I browsed through his latest 
copy of Byte magazine (the 1 6 bit techy 
mag from the States). There it was - a pre- 
view and bench test of a new computer 
called the Lorraine, new vocabulary was 
abound, string gadgets, multi-tasking, 
thousands of colours, blitters etc. etc. 
This left such a lasting impression that 
from that day to this I have bored people 
senseless with the story, so why should I 
spare you! 

Most people in this country and the 
States have graduated to the Amiga from 
the Commodore 64/128 circuit and in 
that respect I'm no different. Other 
people not interested in the serious side 
of computing have moved on to the Atari 
ST range. I have no claim to fame on the 
64 but have left for posterity 3 or 4 adven- 
tures lodged in ICPUG public domain 64 
library called Another Bloody Adventure, 
Sod It, and Starship Hero In Trouble (the 
acronym for which I will leave to your im- 
agination). No offer came from Infocom 
about my sophisticated parser routine so 
this sounded the death knell of my 64 
career. 

Now living in Leicester, the headquar- 
ters of the UKAUG has one major attrac- 
tion, namely the Cavendish Commodore 
Centre, the mecca for everything Com- 
modore. The owner - a guy called Male, 
specialised then as he does now, in all 
things Commodore so it was not long be- 



fore I got to know a lot of other regular 
customers there and shared the common 
interest. We even graduated to having a 
focal group of 64 users who met 
fortnightly. My punishment for my trade 
discount was to sort out Male's custom- 
ers with Superbase and Superscript 
problems, a task which has left me scar- 
red with intermittent psychotic episodes 
ever since. 

During the autumn of 85 or thereabouts 
Commodore announced that they were 
releasing the Amiga to software develop- 
ers and the gang of 6 were summoned to 
Male's house for a meeting. To obtain 
one of these machines one had to be a 
software developer so the object was as 
plain to see as the memory location on 
the Amiga. Lee Gibson, mad keen on 
graphics and second prize winner in the 
CCI mag (1 984) Commodore 64 graphics 
competition (I swore to him that I would 
not tell anyone for fear of embarrassment 
so I write it here) was going to do graphics 
and the rest of us chip in with odd bits of 
code. The upshot of all this was a couple 
of weeks later a developer's Amiga 
(American with 110 volt PSU) arrived. 
This was the beginning of the end of san- 
ity. 

Many months later the Amiga A1000 
appeared and needless to say the Caven- 
dish, through Male's enthusiasm for the 
Amiga, stocked them all. During the pre- 
ceding months Lee was furiously trying 
his best to get the beast to obey so we did 
not get much time for our little bit on the 
developer's system. Kevin - the 
backbone of the Amiga users group - 
made a monumental decision in the 
spring of 86 and that was to leave the 
security of British Telecom and work for 
Male in the shop. Now he could not only 
play with the Amiga all night at home but 
dabble during daytime as well. Trevor, 
who pioneered the BBS, was already 
working at the shop at the time repairing 
64s and such like. These people men- 
tioned were instrumental to the concep- 



tion of the UK Amiga Users Group. 

It was the late summer of 86 that the 
UKAUG was born. The local band of 64 
users were drifting over to the Amiga one 
by one and it was not long before the idea 
of forming a group was postulated. At the 
end of the day Lee, Male, Trev and Kev 
tossed the idea about and the rest is his- 
tory. The group will support and contri- 
bute to the public domain library, have a 
bulletin board aand of course, a newslet- 
ter. This was the basis for the group. The 
only drawback at that time was the news- 
letter. We had to find some fool to do the 
editing etc. 

The phone rang awakening me from 
my customary evening siesta. "Hello" I 
said, wishing death to the perpetrator on 
the other end. 

"Hi JB! Do you want an Amiga?" 

"Stupid sod" I thought, "course I want 
one. I have been saving my rubles up for 
months." 

"Male says he will loan you one." 

"What's the catch, a contract on Jack 
Tramiel?" I said. 

"No catch but you can help us out with 
a spot of editing as we are going to pro- 
duce a newsletter." 

"Why me?" 

"You have got a spell checker" came 
the reply, "and it will not take you long." 

"Sounds like a good deal to me," I 
thought. In hindsight, I was well and truly 
suckered!! 

The Amiga arrived plus an early version 
of Scribble, so the content of the first 
newsletter was ported over to my 1 28, as 
it was the only machine at that time in our 
possession with software that had a spell 
checker. A spot of editing turned out to 
be some 60 pages of text including typing 
in 30 disks of Fish PD plus 10 disks of the 
Amicus, as well as a page or two editorial 
on the group to which I was elected as 
editor. I took a weeks holiday from my job 
as a Nursing Officer at the School of 
Nursing as the lads wanted the first issue 
out in a fortnight - the lenghts some 
people go to to get hold of an Amiga. 

The first issue was printed out on the 
MPS 1000 (three ribbons and 300 plus 
sheets to get 60 readable pages). The 
first print run of 200 newsletters was done 
on the shop's photocopier by Trev follow- 
ing the final cut and paste using a pritt 
stick and blunt scissors. The upshot of all 
that was the page numbers got forgotten, 
a source of merriment amongst our early 
readers. This is in marked contrast to the 
latest newsletter issue which was com- 
piled by Kevin, Yuri and myself. The main 
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^^^^ ^^^^^ ^^^^ ^^^^^ lance programming for the Amiga. Some 

^ of their work you can find on the shelves. 

^M^^^ Wm^mt B Tony, alias Hippo, has completely disap- 

m ri II W peared without trace so if anyone knows 

^^^^ ^^^^B ^^^^^V ^^^^^P I ^^^^ of the whereabouts of three and a half 

HI H[ | hundred weight of excess adipose tissue 

then tell him to return the Compunet 
modem. As for me, the inimitable JB, I fi- 
nally hung up my nurse's cap after 16 

body of text was fed into City Desk on the carries a resume of the Fish collection 1 years in the Health service (I joined as an 

Amiga and with the help of Jet set fonts to 80 plus the early works from the 1 1 year old) and joined the Cavendish, 

which we down loaded into our Epson Amicus range. At £3 each for the public This has helped in the fact that I can run 

laser we have prepared another 60 odd domain disks including the disk, they the group with the aid of others and 

pages. These camera ready pages were contain a wealth of information for those people can still find me asleep as usual, 
despatched to the printers the next day. up and coming Amiga programmers and The United Kingdom Amiga Users 

They will print, collate and bind the 1500 judging by the volume of requests, are Group (UKAUG) can be contacted bet- 

copies necessary for our expanding still very popular. ween 9.30 and 6 Monday to Saturday, at 

group. Male has just returned from the latest 66 London Road, Leicester, LE2 OQD, 

The newsletters are very much the Ami-Expo held in Los Angeles with 90 England. (0533-550993) '. The BBS 

backbone of the group with members as new public domain disks so it will leave (TABBS) The Amiga Bulletin Board Ser- 

far flung as Japan and America. Yes, no one guessing what will be in issue 9. vice can be accessed between 6pm and 

some of the original Amiga developers Along with the PD he has brough back 9am Monday to Saturday and ail day 

are readers of our newsletter which to this many new products which, as I write, we Sundays on 0533-550893. The group is 

day has remained A4 size. Issue 7 was are busy evaluating. Programs such as of course affiliated to the top American 

memorable as it contained pictures taken Professional Page the all new DTP, DOS Amiga groups plus those influential 

of new products at the recent (last year) 2 DOS - a utility to convert MSDOS & ST ones in Australia and Europe. Discounts 

Ami-Expo in New York. Intensifying un- (wash your mouth out with soap) to on hardware and software are available 

derexposed pictures of the pillow man Amiga and vice-versa, Quarterback - a to members of the group, which is the 

and the dancing fools snatched from a hard disk backup, the 64 emulator (yuk) biggest solely Amiga User group outside 

OHP at the conference is another string and many others that should be reviewed America. Membership is £20 per year for 

to our bow. Issue 7 also contains what by copy date of issue 9. UK mainland, £30 for European members 

was then the latest in the Fish and Amicus So what has happened to the group and £30 for the rest of the world I close 

PD library, plus listings of our own ever lately? Trevor left last year and is doing by thanking our many regular con- 

growing UK library. his own thing. Kev left the shop in tributors for the excellent articles. Thanks 

Issue 8, at the printers at the moment, November and has joined Lee in free- fads everywhere. 
★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★^ 

********* * ************ * * * ** ** ** A* ** ** * * ************************* * * *0 * ******* ***** ** * **** ft* A * * * ********** ** 

S AMIGA BOOKS, CUMANA DRIVES AND GAMES OFFERS ** 

★★★★★★★★★★★★★★★★★★★★★★★★^ 

ft************* A*************************************** ***»**********^ 

** KIDS AND THE AMIGA (COMPUTE!) £12.95 OPTIONAL PROGRAM DISKETTE FOR COMPUTE! TITLES S 

** Despite its title, this book is ideal for anyone wanting to learn BASIC on the Amiga. £0 QC parh ** 

** Explained in non-technical terms and with lots of illustrations, this is an ideal book for vowh ++ 

** all Amiga newcomers. 268 pages. If you prefer not to type in the programs in the Compute! range of books or simply just ** 

22 , _ _ , * * , do not have the time, then why not purchase a disk with the programs already there? ** 

ELEMENTARY AMIGA BASIC (COMPUTE!) £12.95 Available for all the Compute! book titles, they contain most of the programs found in ** 

JJ More than just a programmers manual, this book is a complete primer in the ATUCD QAftlf TITI EC It 

JJ fundamentals of BASIC programming on the Amiga. All the main features of this 16-Bit U I nCn DvUtX 1 1 1 LCO JJ 

computer are discussed, including: Screen and Window creation, Menu Design & Dr _, rarT , tHa conn / QwK <w\ f « « ZZ 

** Display, Music Composition, Sound Effects, Text Display & Format, Speech, Sprite ^SS^^flSSiSm^^ " " ^2 JS 

** ™'* ion - a ^ P^^^ { STL^(^ii) :::::::::::::::::::::::: f£5* it 

** p y Amiga Programmers Handbook (Sybex) £24.95 ** 

** AMIGA DOS REFERENCE manual (COMPUTE!) £14.95 !S&h±£ ™.m&a«j£^*& :::::::::::::::::::: 32£ S 

** Amiga Intuition Ref. Manual (Addison -Wesley) £23.00 ** 

This book is both an easily understood tutorial and a comprehensive reference guide. Amiga ROM Kernel Ref. Manual: Exec (Addison- Wesley) £23.00 ★* 

** You are taken step-by-step through the intricacies of AmigaDOS, from creating a CLI Amiga ROM Kernel Ref. Manual: Libs & Devices (Addison -Wesley) £33.00 

** disk which bypasses the Workbench to building your own command sequence files. ** 

** Thoroughly illustrated with practical examples, it lets you quickly explore the CLI and OTHER AMIGA BOOK TITLES AVAILABLE ON REQUEST — TEL: 0706 43519 

** AmigaDOS. 254 pages. 

5 AMIGA PROGRAMMERS GUIDE (COMPUTE!) £14.95 SAMBA<!ir SAMIBASIO CMulti-TuRIng) g 

22 x ' SAM BASIC was designed specifically for the Amiga. Its many features include the ** 

** A comprehensive guide to programming the Amiga. Whetheryou program in BASIC, C, ability to multi-task up to 32 BASIC programs simultaneously, Structured programming, ** 

** or Machine Code, you'll find plenty of information to tap the powerful features of the e.g. REPEAT.. UNTIL, etc. SAM BASIC comes in separate Modules, e.g. Graphics, ** 

** Amiga. Kernel, Intuition and DOS program examples in C& Machine Code, plus useful Sound, etc., so you can load only the module you require to obtain more programming ** 

** utilities and Ref. Tables. 458 pages. memory. Runs twice as fast as Amiga BASIC, and with a Runtime Library for stand- ** 

** alone programs. New extensions are currently being developed. Send for info sheet. ** 

n INSIDE AMIGA GRAPHICS (COMPUTE!) £14.95 cumana 1 megabyte amiga disk drives - *J 

Exploit your Amiga's amazing graphics potential with this book. Topics discussed ^TELEPHONE FOR THE BEST DEAL! *★ 

. . include: using the Slitter Chip, Screen Displays, Windows, Animation and much more. nr\s/Mi/\*i* /* a iipa t\r*r*T\ts 

JJ Program listings in BASIC, C and Machine Code. 303 pages. PSYGN0SIS GAMES OFFERS J J 

S* AMIGA APPLICATIONS (COMPUTE!) £14.95 0BLITER £e°pVaS 1 e s ^^^ g 

** With 29 different applications discussed — from Games to Financial programs, there's PRICE MATCH — if you can find any of the above goods cheaper in this issue of ** 

something in this book for every Amiga user. All the programs are simple to enter as CCI/AMIGA USER then we will match it. State Advert. 

** they are written in Amiga BASIC. 439 pages. mmim mm ** 

** ACCESS ORDERS/ENQUIRIES WELCOME - ** 

S ADVANCED AMIGA BASIC (COMPUTE!) £16.95 M telephone 07 o6 43519 CxJ ** 

** More than a reference manual, this book is a tutorial offering dozens of utilities and p&p FR£E fN THE U - K - OTHERWISE ADD £1 PER ITEM. SEND CHEQUE/P.O. TO: 

** programs, covering everything from Graphics and Sound to Subroutines and Library ■* e BIT QHCTWADC ** 

** calls. Suitable for intermediate to advanced level programmers, this book also includes IO-DI I OUr I WMnC, *★ 

** 'MouseSketch* graphics program, a BASIC Keyword Ref., ISO Printercodes, and much 24 Baflkfieid Lane, Rochdale, Lancashire OL11 5RJ 

mor©. 4o4 pBQ&S. 
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DATARETRIEVE 



Abacus are releasing packages, trans- 
lated into English, created by the 
leading German software developer, 
Database Len Keighley tests out their 
database program 



DataRetrieve is a new 
database mangement 
software package from 
Abacus. Written by A Claassen and 
G Neukamp. It creates, modifies 
and controls database files in a 
similar way to Commodore's 
Easyfile for the C64. However, the 
additional features provided by the 
use of the Amiga are extensive. 
These features include automatic 
data validation on input, up to 
eight different database files open 
at any one time and 
comprehensive search and 
indexing facilities. 

DataRetrieve uses the concept of 
masks or templates to process 
information. Data therefore passes 
through the masks as it is either 
input or output. The mask also 
specifies the position of various 
data items held on a database 
record. In addition, masks are used 
to select which data items are to 
be displayed on the screen, printed 
or input. Database files and masks 
are completely separate from each 
other. A database can utilise 
several masks or a mask can be 
utilised by several databases. 
There are three forms of mask, 
Screen, Print and List. The last two 
are both used for producing 
reports. The Print for multiple line 
reporting and List for single line 
reporting. 

Unlike some database packages 
DataRetrieve dos not store all of a 
database file in memory, which is 
then subsequently manipulated 
before returning the whole file to 
disk. Instead only the currently 
displayed record is present in 
memory, which is then output to 
the disk only if it has been 
amended or is a new record, 
before passing on to the next. As 
each record requires an access to 
the disk, this approach is slightly 
slower for each record than when 



ail are held in memory. However, it 
does have two major advantages:- 

— The number of records stored is 
only restricted by the size of the 
disks not the memory capacity 
of the machine. 

— The data is safe from corruption 
or loss due to hardware or 
power failures. Only the 
changes to the record currently 
displayed will be lost and the 
unchanged record will still be 
present on the disk. 

"Up to eighty indexes 
can be created on a 
database file and each 
holds the value of the 
data item selected" 

The authors, to their credit, 
emphasise that this storage 
method does have a disadvantage. 
As the number of records held on 
a database file increases, the time 
taken to search for a particular 
record also increases. In large files 
this can be quite significant. 
However, they do provide a 
solution to this problem in the 
form of indexes. An index (a 
separate file) can be created on 
any data item held on the 
database. Up to eighty indexes can 
be created on a database file and 
each holds the value of the data 
item selected, along with a pointer 
back to the parent record on the 
main database file. This speeds up 
the accessing of the required 
record, by moving the search to a 
smaller, more compact file. In 
addition the index file can be 
sorted into ascending or 
descending sequence. The use of 
indexes in this way is similar to the 
method outlined in the ISAM 
(Indexed Sequential Access 
Method) article printed in the 
October 1986 issue of CCI. 
When setting up a new database 



file the characteristics of each field 
held on that file must be entered. 
These consist of:- 
Field name Text Alphanumeric (No 

validation) 
Type Calendar Date format 
validation (US 
format) 
Time Time format 

validation 
Calculator Numeric only 
Choice Validated for 

specific values 
IFF External IFF file 
names 

When all the data items have 
been entered, amendments can be 
made by use of the Screen Editor, 
to restrict the number of 
characters that can be entered for 
a field, i.e. M or F in a field for sex. 
This facility also allows fields to be 
highlighted in different colours and 
in different shaped boxes. Text not 
directly relevant to the fields can 
also be entered, for use as sub- 
headings etc. Data items for one 
file can require the use of more 
than one screen and this is 
handled by using the sliding bars 
arrangement common to Amiga 
windows, to show different parts of 
the Database record. The flexibility 
of the package seems endless. The 
maximum length of an individual 
field is stated as 32,000 characters 
and there is no reference to how 
many fields one database file can 
contain. 

The production of reports is also 
extremely flexible with the ability 
to create headings and footings for 
reports and page throw on any 
setting of any given field. 

DataRetrieve is a comprehensive 
and complex package and should 
prove useful to the expert user. 
However, the manual does not 
explain the different features very 
well and even the step by step 
introduction tends to leave the 
user up in the air at points. This is 
a pity because it is the only 
blemish on an otherwise excellent 
piece of software and one which 
when mastered should supply all 
your data storage and 
manipulation requirements. 

Price: £49.95 L Km 

Contact: Precision Tel: 01-330 7166. 
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Herr Krusche 



Henri Beaucom> 



One of the key factors in a game's sales 
success must be its graphics. It can be 
hard to resists a game with excellent 
backgrounds, or cute characters. Terramex 
scores on the cuteness of characters which are 
instantly extremely appealing. 

Once again, the world's existence is 
threatened, this time by an asteroid heading 
straight for it. This catastrophy was prophesised 
by the eccentric genius Albert Eyestrain, but 
when nobody believed him, he disappeared in a 
sulk, and has not been seen since. Now time is 
running out, and only he can save the earth with 
his genius. 

One of five characters can be chosen to 
undertake the mission. All of them are just as 
eccentric as each other, including a stereotype 
English explorer and a Chinese tourist. It's up to 
you to decide who will be best for the job. Choose 
your character and you'll be transported to a 
blazing desert to begin the adventure. 

"Jumping on a nearby hoover 
gives you the ability to fly up into 
the clouds (as hoovers tend to do)" 

Terramex takes the form of what is now a 
standard arcade adventure of the flip screen 
platform variety. The first problem is how to get 
off the two available screens. Jumping on a 
nearby hoover gives you the ability to fly up into 
the clouds (as hoovers tend to do). The next lot of 
screens have a decidedly heavenly look with 
clouds to walk about on and columns holding 
them up. Deadly rain-drops plop from saturated 
clouds at random. Because there is no way to tell 
when one might drop, they can be somewhat 
annoying. 



Exploring further you find an umbrella, a flute 
and a unicycle among other things. The 
adventure part involves carrying the right objects 
in the right situations, which usually gives access 
to more screens. 

A passing glance at Terramex could leave you 
thinking it was an excellent game. However, 
playing the game you find little more than an 
average collect 'em up. This isnt to say it's a bad 
game. The sprites are detailed and pleasantly 
animated and coloured, and add a lot to the 
game. 

Some rather mundane music can and usually 
will be toggled for sound effects. Most of these 
are sampled and work well, like the plopping of 
rain and the character's death cry, although a 
few more would have been nice. 

Terramex has taken a popular game-style and 
enhanced it with well drawn graphics, but has 
left in a few small, but annoying points that 
detract from the fun. One is the unpredictability 
of the drips and those things that pop out from 
the rocks. Another is the way you get put back 
two or three screens sometimes when you die. 

Young players will find Terramex really 
attractive, although the backgrounds may not 
come up to the excellent standard of the sprites 
in detail or variety. If you want a game to map 
and give some thought to, Terramex should 
certainly see to your needs. T.H. 
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Graphics: 8 
Sound: 7 
Payability: 7 
Value: 6 
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Firebird 



It has definitely been a 
month for arcade 
adventures, with Terramex, 
Dark Castle, Time Bandit and 
Golden Path all at once. 
Interestingly, each one has 
taken a different approach, 
with varying adventure 
elements. Golden Path is 
probably the most adventure 
orientated of the lot. 

A growing habit among 
Amiga software producers is to 
include a scenario in the form 
of a novella (yawn), and 
Golden Path is no exception. 
Your task is to follow the golden 
path to enlightenment. You 
take the part of an ageing 
Chinaman complete with that 
authentic two foot long iache. 
He may be getting on a bit, but 
he hasn't lost his touch when it 
comes to karate. One of his 
savage kicks can send a goblin 
tumbling wildly across the 
screen. His punches are not at 
all bad either. 



Each of the 37 screens is 
viewed from the side. A 
miniature picture of the 
location at the bottom of the 
screen shows the path, which 
often forks giving alternative 
routes. This is helpful, as the 
path does not show on the main 
screen. Control of the character 
is via the mouse. Shifting the 
cursor in the direction you want 
to go moves him, and perhaps 
a slightly initially confusing 
method of cursor position and 
clicking can make him pick up, 
use and throw objects, and also 
kick and punch. 

"Some of the scenes 
set indoors are a use 
effective shading and 
in most cases they do 
look very beautiful" 

Most of the screens are set in 
traditional Chinese country 
scenes. The style in which they 




have been drawn in gives them 
a rather untidy, very 'dotty 9 
look. Some of the scenes set 
indoors are a use effective 
shading and in most cases they 
do look very beautiful. 



boredom threshold has got to 
rise!) 

The oriental music during the 
game is a simple piece, but a 
few sampled war cries give th 
fights more bite. Most of the 



■ 




up o 

the right places. These vary in 
difficulty, some are as simple 
as opening a door with a key, 
but others need more thought. 
Clues on how to solve these are 
available from a book you 
carry with you. 

If you have a great deal of 
time and patience, Golden 
Path will be one of the most 
appealing arcade adventures 
around at the moment. The 
trouble with this sort of game is 
that a lot of time can be spent 
trying to work out how to get 
anywhere, without much action 
in between. I was on the verge 
of boredom more than a few 
times. (My editor says my 




sprites are fairly well drawn 
and animated, but even so, 
there is still the odd bad one. 

Apart from the awkward 
control method Golden Path is 
above average in every respect. 
Arcade adventure ferns now 
have a growing range to 
choose from, and this is 



certainly as good as the oth 
I'm not sure it would be my first 
choice but no doubt it is a 
challenging adventure that will 
find many admirers. T.H. 
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CRAZY CARS 



Titus 



Unlike some home computers, the Amiga is 
a very much an international machine. As 
well as from Britain, there's a wealth of 
software hailing from all manner of countries 
world-wide beginning to hit the screens. A lot of 
the Amiga's early stuff came from the US, and 
now there's just as much originating in Europe. 
Titus, a new software house from France are 
breaking into the 1 6-bit market with their first 
release, Crazy Cars. 

Following in the style of Out Run and Test 
Drive, Crazy Cars gives you the chance to take 
to the wheel of one of four high performance 
sports cars: a Mercedes, a Porsche Carter a, a 
Lamborghini Countach, and a Ferrari 
Testarossa (of course!). In the best tradition of 
race games, you have to get from Florida to 
Malibu through six stages, each within a time 
limit. 

You start out in the Mercedes, racing against 
all those other cars you would rather be driving 
in. The conventional view is used with the back 
of the car in the foreground, and the road 
stretching out toward the horizon. At the 
roadside, you'll see signposts flashing past, 
some with the Titus logo, and others giving 
advance warning of the bends ahead, although 
these are of little use as they're small and move 
in large steps making them rather hard to 
follow. 

"Not only are there bends and 
other cars to contend with, but the 
road also has dips and bumps of 
varying heights" 

The 3D movement of the road is obtained by 
horizontal bands which work well at low speeds, 
but at top speed simply flash from one shade to 
another, Some rough shading at the sides of the 
road also gives the effect of movement. In 
contrast to the jerky movement of most of the 
game, the road twists into bends very smoothly 
indeed. Not only are there bends and other cars 



to contend with, but the road also has dips and 
bumps of varying heights, causing your car to 
jump into the air, losing traction and speed. If 
you're going fast enough, you might just jump 
righ over an opposing car! 

Completing each track is not really difficult, 
and it doesn't take much practice to complete 
tiie lot. It relies not so much on tight time limits 
for its difficulty, but the number of courses. After 
completing the sixth course, you get to drive the 
next car over the same courses. A screen similar 
to that of Test Drive shows the car and 
specifications. 

There are some very professional sound and 
graphics outside the actual game, such as some 
excellent sampled rock guitar music and title 
screen, and the 'game over' screen complete 
with sampled forest wild life sounds. The in- 
game sound effects are realistic, although these 
are only the engine and tyre skidding noises. 

"Crazy cars really hits the mark 
where it counts, in playability/' 

I would have liked some more variation in the 
different stages. The only noticable differences 
between one and another are a different colour 
scheme, and a different scrolling horizon. Yes, it 
could be better in places, but Crazy cars really 
hits the mark where it counts, in playability. It's 
great — very easy to get into, and a lot of fun to 
play. Because of the lack of difficulty, and 
variation to an extent, I don't think its appeal 
will be terrfyically long lasting. As a first 
release Titus could certainly have done a lot 
worse than this, but I think there's still a lot of 
progress to be made with this sort of game. If 
you're looking for a car race game, Crazy Cars 
is certainly on par with it competition and well 
worth consideration. Recommended. 
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VIRUS II 

THE MO VIE 

On Viruses, and How to Kill Them 



This article concerns the SCA virus 
and its descendants on the Amiga 
— what they do, how they do it, 
and how to kill them. By Harry Broom hat I 
(research and virus zapping) and by 
David Parkinson, the article is inten- 
ded to correct misapprehension concer- 
ning the virus, particularly in the media. 
The article first appeared on the 
COMPUNET network for Commodore 
64 and 128, and Commodore Amiga. 

Introduction 

A great deal of nonsense has been 
written recently on the subject of the 
dreaded Amiga virus, The virus, it is 
implied if not stated directly, can com- 
pletely destroy all your software and 
wreck your computer; it will then (pres- 
umably) leap out, strangle the cat, and 
proceed to knock your house down. The 
truth is more mundane. The SCA virus 
started as a silly joke which got out of 
control; under normal circumstances it 
does no damage at all, and it is also very 
easty to kill itandto prevent reinfection, 
as we shall explain later. The SCA virus 
is only really of interest for the light it 
throws on computer viruses in general, 
and the interesting parallels these show 
with the spread of biological viruses in 
the human community. 



About the SCA Virus 

The SCA virus for the Amiga has been 
something of a success story in computer 
vi rus terms. Now that virus test programs 
and "antibodies" are freely available, 
some Amiga owners have been shocked 
to discover that something like 70% of 
their bootable (system start-up) disks 
are infected. This success probably 
reflects the fact that the Amiga is a 
complex and sophisticated machine, 
the internal operations of which are only 
now coming to be widely understood; it 
may also reflect the fact that the SCA 
virus itself is simple, but rather clever. 

The way the virus works is as follows. 
Normally, the virus lives on the "boot 
track" of an Amiga bootable disk — iaa 
disk which is used to start or re-start 
("re-boot") the system. It can ONLY live 
on bootable disks — there is no way at 



all that an ordinary data or programdisk 
can be infected. 

A disk's "boot track" contains code 
which is read in and executed as part of 
the process of system start-up. Normally, 
this code does very little, except to look 
for the rest of the DOS (Disk Operating 
Software) in the Amiga's internal ROM 
memory, then hand over control to that. 
The purpose of reading in and executing 
code from a boot track is to allow non- 
standard start-ups if required: unfor- 
tunately, this also allows the start-up 
process to be subverted by the virus. 

On an infected disk, the virus replaces 
the normal start-up code on the boot 
track. When the virus code is read in and 
executed, it copies itself into a region of 
memory usually reserved for "system 
stack" then "wedges" itself in by taking 
over certain "system vectors", particularly 
ones involved in re-starting the Amiga; 
ie it interferes with the normal operation 
of the machine, so that any efforts to 
re-start it will be intercepted by the virus. 
It then proceeds with ordinary system 
start-up as if nothing had happened. 

All is then well, until such a time as 
you decide to re-start the machine, by 
re-booting off another disk. (This is 
achieved by holding down three keys 
together, which are the CONTROL key, 
and two special keys called CBM and 
AMIGA). At this point, the virus inter- 
venes; it checks if the new Workbench is 
the same as the old one, and if not 
copies itself onto its boot track, so that 
the new disk is also infected. Normally, 
it does nothing to indicate that this is 
happening; every sixteen times it copies 
itsellHowever, it lets on that it is there by 
blanking the screen, putting up a rather 
pretty banner, and printing 
Something wonderful has happened — 
Your AMIGA is alive!!! 
And, even better . . . 
. . Some of your disks are infected 
by a VIRUS!!! 
Another masterpiece of 
The Mega-Mighty SCA!! 

It then gets on with starting up the 
system from the new Workbench as 
usual. 

At this stage is might well be asked — 
what harm is there in this? The answer is 
— in normal circumstances, absolutely 
none at all. The people who created the 



SCA virus were not at all malicious — 
they were just having a silly joke, and 
showing off how clever they were. What 
they overlooked was that some copy- 
protection schemes — as used by some 
games software — also make non- 
standard use of the boot track. The virus 
will interfere with such schemes by 
overwriting the boot track, thus preven- 
ting these games from running. Not so 
funny. 

Killing the virus 

Fortunately, the people who created the 
SCA virus wrote into it a mechanism for 
switching it off and getting rid of it; 
killing the SCA virus is therefore very 
easy, can be done by anyone, and 
requires no special software. However, 
to detect the presence of other strains of 
virus will almost certainly require the 
use of additional diagnostic software. 

To find out if the virus is currently in 
your Amiga's memory, perform normal 
CTRL-CBM-AMIGA re-boot, but then 
HOLD DOWN THE LEFT MOUSE 
BUTTON while the system re-starts. 
The SCA virus checks for this button 
being down when it is invoked; if so, it 
disconnects itself from the system, then 
flashes the screen GREEN briefly, just 
before the normal start-up display of a 
hand holding a Workbench disk. So 
hold down the left mouse button while 
you boot, if you get a green flash, it 
means that you had the virus in memory, 
and therefore the disk you originally 
started from was infected. 

To get rid of the virus from a disk, start 
off with a clean (non-virus) standard 
disk; you can check this by performinga 
left-mouse-button boot as described 
above. Now put the infected disk in drive 
1 (say), enterthe Amiga CLI (Command 
Language Interface) and type INSTALL 
DF1: 

This will restore the standard boot- 
track, hence killing the virus. To prevent 
re-infection by the SCA (or any other) 
virus, you should now write-protect the 
disk by sliding the plastic tag. That's it- 
virus exterminated. 

(Note that this procedure is for stand- 
ard disks — it is NOT guaranteed safe 
for "key" disks, copy-protected games, 
etc. However, if a copy-protected game 
disk is KNOWN to have the virus, you 
can TRY this procedure — it will 
certainly get rid of the virus, but won't 
get the game working again if the virus 
has upset its protection scheme — you 
will need to obtain another copy.) 

More about Viruses 

The above account pretty well completes 
the story of the Amiga SCA virus. It 
should perhaps be added that it is at 
least strongly rumoured that certain 
cretins, who would not have been 
capable of thinking up the SCA original, 
have nevertheless thought it clever to 
"mutate" the virus by producing new 
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AMIGA 
PROGRAMMING: 

A Simple Approach to Resource Handling 



This month Paul Andreas Overaa 
suggests a useful approach for tidying 
up resource allocation and deallocation 
on the Amiga. 



In my last article I mentioned that 
difficulties can occur if you are 
careless with the way you handle 
resource allocation on the Amiga. 
Specifically the problem is this: Facilities 
such as opening libraries, screens, 
windows, getting memory space for 
buffers etc., require that YOUR PRO- 
GRAM keeps track of what it is asking 
for, that it checks to see that these 
resources are actually obtained and that 
the resources being utilized are handed 
back properly when the program term- 
inates. This latter requirement, in many 
cases, means handing back the re- 
sources in the reverse order. 

Here is a simple example: If you open 
the Intuition library, set up a custom 
screen and finally open a window then 
when your program finishes it must 
firstly close the window, then close the 
screen, and lastly close the Intuition 
library. If you use a different order your 
program will most likely as not CRASH. 
As your programs grow in size so will 
the number of resources being handled. 
To keep the system happy you r approach 
to 'resource hand back' must be suf- 
ficiently robust to allow not only for 
normal exit but for all error conditions 
as well. 

This month I discussan approach that 
is simple, effective andeasy to implement 
in practice. Firstly we separate the 
sections of code that deal with particular 
resource allocations into a 'switch' 
statement with each case identified by a 
'function number'. We also define a 
similar switch statement that provides 
the corresponding deallocation code. 

At the start of our program we define 
these function numbers and also define 
a resource vector that contains a list of 
the resources that we wish to use. To 
allocate our resources we use a loop to 
read through this vector and pass each 



function number to a routine that 
performs the right piece of code. If an 
error occurs we use a deallocation 
routine that reads the list backwards 
and passes each function number to a 
routine that then performs the corres- 
ponding deallocation code. 

The benefits of this approach are that 
the principles are straightforward, that 
you can add additional allocate/- 
deallocate resource code in any order 
as your program grows — knowing that 
your error handling will remain safe. A 
certain amount of dynamic flexibility is 
also obtained since it i quite an easy job 
to add routines to open resources at any 
time during program execution and add 
the corresponding function number to 
the resource vector list. 

It is reasonable to suggest that a 
possible disadvantage in the code pre- 
sented is that system variables used in 
the various switch code sections are 
defined as global. There is, however, 
some justification for this approach 
since pointers, such as those to screen 
or window structures returned by system 
calls and other variables the system sets 
up during resource allocation, often 
need to be referenced by many different 
routines within a program. By defining 
as global a small set of variables 
relating to the resource allocation code 
we are able to avoid some rather 
uncomfortable parameter passing 
problems. 

Here is some example code to finish 
with: Figure 1 is part of a header file that 
shows how I've defined the function 
numbers and how I initialize a resource 
vector. This latter item is simply a count 
of the numberof function numbers in 
my resource vector list followed by the 
list itself. Also shown are the variables 
that I am defining as global in the 
allocation and deallocation routines. 



Figure 2 shows the routines that do 
the work. Here are some brief notes 
describing each routine: 

begin_block () is essentially a 

loop that reads the resource vector list. 
Each function number found is passed 
to allocate_resource (). If at any time 
allocate_resource () says an error has 
occured (which it does by returning an 
error_flag=TRUE assignment) then 
begin_block () automatically deallo- 
cates all resources previously allocated. 

end block () is a loop to read the 

complete list backwards passing each 
function number to the routine called 

deallocate resource (). 

allocate resource () is a giant 

'switch' statement whose case definitions 
are our previously defined 'function 
numbers' together with the corres- 
ponding allocation code. 

deallocate resource () is 

complementary to the above routine. It 
contains case definitions whose function 
numbers contain the corresponding 
deallocation code. 

As far as the individual code segments 
themselves go they may, or may not, be 
of particular interest to you. The im- 
portant thing is the overall approach 

I: Keep the system calls isolated as 
individual cases of a switch statement. 
II: Allocate resources by reading a list 
defining the order in which the 
individual pieces of code should be 
performed. If problems occur deallo- 
cate by reading the list backwards 
from the point where the problem 
occurred. 

Ill: For normal program exit deallocate 
by simply reading the whole list 
backwards. 

I have used this approach on several 
recent programs and to-date it has, 
providing it is used with care, proved 
surprisingly effective. 
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Figure one- 



/* = 



/* Title: 
/* Disk Ref : 
/* Date: 
/* Programmer; 

/* i 



Resource_Al locator 0 version 0.0 header 
Resource_A 1 locator [ vO. 0) . h 
1st October 1987 
Paul Andreas Overaa 

** mm RESOURCE "FUNCTION NUMBERS' 



= */ 
*/ 
*/ 
*/ 
♦/ 

***+#* */ 
*/ 



/* These are function numbers that I have chosen to represent commonly */ 
/» used* "sect ions of code allocating required system resources. */ 
/* The resource_vector() consists of a count followed by a list of the */ 
/* function numbers in the order that you wish to allocate them. ■*/ 
/* t/ 
/* In use the arrangeaent is simple. I set up the vector to say 'give te */ 
/* these resources in order specified'. Short routines are then used to */ 
/* read through the list performing the operations required. If a o rob lei +/ 
/* occurs a 'deallocation* routine simply reads the list backwards fro* */ 
/* the operation MEDIATELY BEFORE the one that failed. This ensures that */ 
/* we deallocate the right resources in the right order. +/ 
I* */ 



/t < 



■ GLOBAL VARIABLES REQUIRED FOR RESOURCE ALLOCATION ********** */ 



/* It is your responsibility to set this block up. If you wish to modify */ 
/* the resource list dynamically you aust ensure that resourcej/ectcrO +/ 
/* is dimensioned to an appropriate value. */ 



fdefine 
fdefine 
fdefine 
fdefine 
fdefine 



OPfflJHTUITIONJJBRARY 
0PEN_6RAPH ICS_L I BRARY 
BUFFER_ALL0CATI0N 
RASTER_ALLOCATI0N 
ITOjaJSTOnjCREEN 



LONG resource_vector[6] = C5, /* count of operation labels to follow */ 
OPEN_INTUITI0N_LIBRARY, 
OPENJBRAPH I CS_LI BRARY , 
BUFFER_ALLOCATI ON , 
■ RASTER_AU_QCATION, 
OPEN CUST0f1_SCREEN 
>i 



struct Intuition Ease 

struct EfxBase 

struct Screen 

struct Remember 



*Intuit ion Base; 
♦6 f xBase; 
♦screen; 
♦ReffleaberKey; 



BYTE *f Ianes_copyC6]; /# duplicate of BitMap. Planet 3 pointers 

LOSS buffer_p; /* pointer receives start address of ay buffer 



Figure two, 



ti = 

/* Title: 
/* Disk Ref: 
/* Date: 
/* Procraamer; 



Resource^ 1 locator'} version 0.0 
Resource_Allocatcr[v0.Q3 
1st October 1987 
Paul Andreas Overaa 



/* This set of routines is used to handle allocation and deallocation of 
/* Amiga resources during startup, error condition exit and the normal 
/* program termination. The routines are ?fflT transparent but they do ease 
/* the overall problems and give a consistent framework in which to work. 
/* fare sophisticated aanagesent routines may well be worth developing 
/* once we have a clear idea of the specific practical limitations of 
/* this particular approach. 



: */ 
*/ 
*/ 
*/ 
*/ 
*i 
*/ 
*f 



/* ■ 



*/ 



/* The routine begin_blockO is used at the start of a program to perform */ 

/* resource allocation as defined by the list held in resource_vector(). */ 

/* If curing the control loop an error is found ALL previously allocated */ 

/* resources are deallocated before the routine returns to the calling */ 

/* prograa with an errcr_flag=TRt£ condition. */ 

BOOL beg in b lock 0 

{ 

LQNS i,j; BOOL ailacate_resource(J, error flaQ=FhLSE;void deallocate resourced: 



for (i=l: i<=resource_vectcrC01 ; i++) 

{ errcr_flag=ai locate_resource( rssource_veCtort i 3 ) i 
if (error _flag=TRlB 

{ printf ("Xs Id \n", "error during allocation at level ",i>; 
for (j=i-i; j>G; j— J {deal lQcate_resource(resource_vec tort j]) ; 5 
i=resource_vectcri03 + l; /» force exit fro? V looo */ 

} 

} 

return ( error _f lag); 
3 

t* */ 

/* The routine end _b lock O is used to read tne resourcejfectorO list */ 
/* backwards so that deallocation of resources occurs in the reverse order */ 
f* to that used during allocation it's simcie but effective 11 +/ 

void end block O 



for(i= re-source vec t or [03; i 
} 



: .:=fi.io:cte_re=our:e'.re5CjrcE vec;oru3 



/* ■ 



*/ 

/« Given a 'function number ' this routine performs the corresponding piece */ 
/* of code. Sorry about the global variables needed in the code segments */ 
/* but if you play around kith the alternatives you'll begin to see why !' */ 
/■* Reneaber that the :ase ststenentE will GROW as your program grows and */ 
/« new types of parameters say become involved at any time !! */ 



BOOL alloc at e_res3u r c=( fun: tio-n_number) 

LCt£ function_nuftber; 

{ 

LONG i,j; BOOL error_fIa9=FAL3E; 

snitch {funciiorjiamber} { 

cese OPQUNTUmONJJBRARY: 

if ((Intuit ionBase= (struct IntuitionBase *) 
DfienLibrary("intuition. library", IKTUITIOIt_VERSIB« i=*TJLL> 

(e"ror_f lac=TKi'E;> 
break; 

case 0PENJ5»PH!CSJ.IBRflRY: 

if i (5f? s Bas==i struct Gf xBase *) 

DpenLibrary ( graphics. 1 ibrary" . BRA?HICS_VER5I^i ) =NULLJ 
{e«rorJla§=TRE;} 
break; 

case ElFFER_ALL0CAT I ON ; 

if { (fcuf f er_c =A1 locReaeober dfFieueaberr'py. BUFFERS I IE. HEff" CHIP ! J 



=^4ULL) 



{errcr_fl35=TRUE;; 
breai:; 



case RA3TEF:_ALLXATICN: 

In i tBi tKao (VBi trtap, 5. 320, 200) ; 

for (i=0;i<5;i++J 
{ 

if 

( (BitHap. Flares [ i 3= (FlH^TR)AliocRaster(32C^ 200) i=N'WJ_) 
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{ 



0,200);} 



fori j=i-l; j>=0; j~) CFreeRaster (Bi tfcap, Planes! j 3, Z2 

i=5;error_flag=TRUE; 

} 



else 



{ 

Planes_copyti]=tBffE *)Bitflap.Planes[i3; 

} 



) 

break; 

case DFQi CUSTW SCREEN; 



if Uscr«?n= (struct Screen t)0pen5creen(WieMScreen])=^UJ.) 
{error_fla^=TTa£;} 
break; 



default; prmtf {■allocation failure; unrecognized case \n*)j 
error J lao=TRl£; break; 



return terrorj lag); 
} 

/* ■ • ■ — 

/* The following routine perfons the equivalent 'deallocation code'. The 
/* code does not need to be in the saie order as the aIlccate_resourceO 
/* routine although for ease of reading it is probably best if it is. 
/* Reaeaber.,, it is YOLR responsibility to get the corresponding code 
/* for the allxate/deal locate sections right for the things you want 
/* to do.... these are just exanple segments for illustration purposes. */ 
*/ 



void de£lic>cate_re50urce{function_nufflber) 
LONG funct:on_nuaber; 

{ 

LONG i; 

switch (function nuiiber) £ 

case 0F€K_INTUITI0N_LIBW«Vi CloseLibraryi Intuit lonBase) ; break; 

case OF EN_E3WPHI CS_L I BRAR Y : CloseUbrary (Gf xBase* ; break; 

case BUFFER JLLOCATIONs Freefcw^er llfieseaoerKey, TRUE) ; break; 



case RASTER_AULQCAT I ON : 

(i=C; ic5; i++) {FreeRaster (BitHao.PlanesEi], 320, 200) ;> 
break; 

case OF EN_i NTUITI 0N_L I BfARY : CI oseLibrary (Intuit lonEase) : break; 



ca=£ Of EK_GFAF'riirS_Ll3WiF:Y: CloeeLibrary (Gf xhaze'i ; breah; 



case BLFFEf _ALiQCAT10K; Freef eseoDer (IReiieiberf ey, TRUE; ; break; 



case RA3TER_ALL0CAT10N: 
, =0; i<5;i^) {FreeRaster (Bitftap.Planesti 1,320, 200);) 

break; 

case QP£N_a'5T0H_SCR£EN: CloseScreen (screen); break; 



for 



for 



default: 
case \n*)j 



pnrttf ("deallocation failure: unrecognized 
break; 
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TRICAMPUTER 
SAFTWARE Ltd 

SUPPLIER OF COMPUTER 
HARDWARE AND SOFTWARE 

The AMIGA Specialists 



Amiga 2000/500 in 
stock 

Full range of Graphic 

hardware & software 

DigiView Pal 

DigiPaint Pal 

B/W Panasonic Camera 

For DigiView 

All Deluxe Products 

Plus FutureSound 



Deluxe Music 
Aegis Sonix 
AudioMaster 
Midi interface 

Xerox 4828 
Cherry Tablets 
Printer Cables 
Monitors 
Disk Drives 
Memory Expansions 



Plus All Your AMIGA 
Games 

For all your Amiga Hardware & Software needs 

Call 01-840 6136 

Or Write To 
161-169 Uxbridge Road 
Ealing 
W13 3AU. 




* 
★ 
★ 
★ 
★ 

★ 
* 
★ 



AMIGA 
Users 
Group 



Bimonthly Newsletter 
Technical Information 
Discount on all products 
Users Bulletin Board 
Problem Solving — Software & 
Hardware 

Allied with U.S.A. Amiga Groups 
Special introductory modem offer 
Send or call for details 



AMIGA USERS GROUP 

66 London Road, Leicester LE2 0QD 
or Tel: (0533) 550993 
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ONCE BYTTEN 

PART-EXCHANGE SPECIALISTS 

. . . You think these prices are good? . . . 

A500 + Modulator + Defender of the Crown + Starglider + Goldrunner 

+ DeLuxe Paint ONLY £449 

A500 + 1084 MONITOR . ONLY £679 

A500 ONLY + DeLuxe Paint ONLY £425 

1084 MONITOR ONLY £269 

SUPRA 51 2K EXPANSION + CLOCK (A500) ONLY £99 95 

SUPRA 20m b HARD DISC FOR A500 {RRP £799) ONLY £695 

ALL OTHER COMBINATIONS OF SUPRA PRODUCTS AVAILABLE AT SIMILAR 
DISCOUNTS 

RENDALE PAL GENLOCK FOR A500/A2000 . ONLY £269 

They are. BUT these prices can be reduced even further by our generous part-exchange 
allowances. Ring today for our no-obligation quotation. 

DISCS 

All our unbranded discs are produced by top manufacturers in either Europe or USA. Our 
bulk buying enables you to buy the best discs at cheap disc prices. They are all 
guaranteed for life and supplied with label sets {and sleeves with 5V 4 in). They are all 
genuinely double-sided but useable on either single or double-sided drives. 
3y 2 in DSDD 135tpi 



10 boxed 
£11.50 



10 
£10.50 



5y 4 in DSDD 96tpi 
25 
£10.50 



25 
£25.00 



50 
£19.00 



50 
£47.50 



100 
£35 



100 
£89.95 



250 
£84 



250 
£220 



500 
£160 



500 
£425 



1000 
£310 



1000 
£825 



5000 
£1500 



AMIGA PROGGYS 

Xenon £12.95 Hunt for Red October £14.95 

Flight Simulator II £29.95 Dark Castle £22.50 

Superbase Professional ..... £199.00 Scribble v2.01 £79.95 

We can supply nearly every piece of software your Amiga desires. Ring for our latest 
prices. We often have very limited special offers (e.g. Metacomco Cambridge Lisp only 

£75.00) 



GEOFILE CBM 64/128 DISC 

SECONDHAND HARDWARE 

CBM 1571 D/S Disc Drive ...... £159 

CBM MPS801 Printer £79-£89 

CBM 1525 Printer (80 col) £69 

CBM 1520 Printer/Plotter £35 

Brother HR5C Printer (C64/128) . . £59 



Last few only at £9.95 

Pace Series 4 2400 £350 

Quattro Modem . £395 

CBM 1900M Monitor £75 

Supra 20mb for A1 000 £495 

Digiview (Boxed) £100 

We are always looking to buy good condition computers and peripherals for cash. Please 
ring or write for an instant quote. BUT REMEMBER it's worth even more in part-exchanqe. 
ALL THE ABOVE PRICES INCLUDE VAT AND CARRIAGE IN THE UK. FOR EUROPE 
PLEASE ADD 10% TO THESE PRICES. FURTHER AFIELD PLEASE 
ASK FOR A QUOTE 
PHOTO BUFFS! 

As we've now opened a Photo Division (WETZLAR IMAGES) we can now take camera 
gear in part-exchange for computers and Vicky-Vercky. 

Write to: 

59 SWANLEY ROAD, WELLING, KENT DA16 1LL 
_ or phone 01 -304 2631 

CHEQUES TO AMTEN LIMITED 
Ml CALLERS WELCOME BUT PLEASE PHONE FIRST 
WE ARE OPEN MON-SAT 9am- 10pm 



Y2 Computing Limited 
111 St. Albans Road 
Watford 
Herts WD1 1RD 

COMMUNICATIONS 
SOFTWARE 



o 
o 



0 

LTD 



The Ruby range of packages give you the ultimate in easy to use 
communications software for your Amiga. 

RUBY-VIEW is an advanced Viewdata Terminal ideal for 

accessing Prestel City Service and Micronet. 

RUBY-TERM provides an extensive VT52/100 emulation and 

also includes XModem, XModemCRC and Advanced Kermit 

Protocols. 

These two programs are now available together at a special price of 
only £99 inclusive of VAT and P&P. 

For further information about this offer, special modem package 
deals, demonstration disks and our NEW Tektronix terminal 
RUBY-TERM-PLUS, please phone us on Watford 0923-50161 or 
phone our Viewdata BB on 0923-228558. 



with the 



fm 



Xerox 4020 

Colour Ink Jet Printer 



what 
you 
see 



is what you get 




■/Ma 




With NLQ too ! 

The Xerox 4020 colour ink-jet printer makes the most of your Amiga 
colour pictures, printing clear, bright images silently in 7 distinct 
colours and over 4,000 shades at 240 dots per inch resolution. 

the kc^0)c 4.020 bandies add pocte correspondence and 6cek-top 
pu6dishin£ needs too/ choose from 5 resident fonts in various stees 
and achieve near detter quadity Jesuits at a headthy 40 cps, 

Irrtwc 4020; fte itad Imp printer! 



Precision 
Software 



Available from your local dealer or directly from 

Precision Software Ltd. 6 Park Terrace, 
Worcester Park, Surrey KT4 7JZ 
Telex 8955021 Precis G 

01-330 7166 



I FIELD REPORTS 
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have received iras a 
scientific source an Aaiga 
disk containing astonishing 
oictures relayed fros a probe 
which travelled to the Alpha 
Centaur i Systei. In this case 
the Asiga's extraordinary 
grannie capabilities have been 
exploited to enable a 
iodelling sequence to take 
place froia raw data 
transmitted back fro§ the 
probe. 

^e have chosen to reproduce, 
in its entirety, the sequence 
which hoses in on a specific 
area surveyed by the probe, we 
think you will be, when you ' 
exatine this seouence of 
pictures, as astonished as we 
were to discover what they 
depict. 

^e are indebted to The Right 
Answers Group for their 
co-operation which has enabled 
us to present these pictures 
to you exclusively. 
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The arcade blockbuster at last 
on the Amiga. The most 
sensational conversion from 
the worldwide smash-hit coin- 
op game for the Amiga - 
Arkanoid. 

pro Commodore Amiga User International,*! 
40 Bowling Green Lane 
London 
EC 1 RONE 

| I would like to purchase Arkanoid at the I 
| special price of £19.95 + £1 p+p (£20.95) | 

■ Please make cheques payable to 

J CROFTWARD LIMITED or debit my ACCESS ■ 

! Account. 



1 I 11 M M i 1 
Signature 

Expiry Date 

Name 

Address 



Please allow 28 days for delivery. 



Through Amiga User 
International Magazine you 
can play the enhanced 
European version of Discovery 
Software's terrific new game 
about which our review says 

"Apart from the Discovery logo 
and option to start on any of 
the first 20 levels, it may as 
well be straight out of the coin- 
op!" 

As a special introductory offer 
from Amiga User International 
Magazine you can get 
Arkanoid for £19.95 - £5 off the 
recommended retail price - an 
amazing bargain! As our review 
says (again!) "If you want a 
game that will become an 
Amiga classic, go and buy this, 
you won't be disappointed." 



PD 



FREE, GRATIS AND 
PRACTICALLY 

FOR NOTHING 



(Public Domain Software) 

PD CONMAN 



The name may sound a little bit 
dubious especially in light of The 
Virus' that has appeared on so 
many users Amiga software (see Feb. 
AUI). This, however, is a VERY nice PD 
program and one that is well worth the 
effort of installing on your main system 
disks. Amazingly, in this day and age of 
1.5 meg plus programs, you may be 
surprised to discover that it takes up less 
than 5K of disk space. 

So what is Conman? It is a new 
console handler that offers a lot of 
advantages over the normal CLI system 
that comes with the Amiga. When you 
install Conman one of the first dif- 
ferences you are likely to notice is that 
you are able to edit the CLI input line. 
Think how many times you have mis- 
typed a line and had the command fail! 
You also have several other editing 
functions, e.g. delete to end of line, 
insert/overstrike mode, delete line. That's 
not all . . . one of Conman's most useful 
functions is a 'command history'. By 
pressing the up and down cursor arrow 
keys you can recall the last ten CLI 
commands you used and then edit 
and/or re-execute them. Now that is 
USEFUL! The window specification 
string has had a few improvements; 
CON:x20480 will set up a window, the 
hex numbers following the CON: are the 
absolute address of an intuition pointer 
and you may also select any of the 
standard window gadgets with a /x 
where x is a character representing a 
gadget, i.e. C = close gadget. 

Installation is very easy. In fact it was 
so easy that I had installed it the hard 
way before I found a file that would have 



done the job for me! There are three files 
that must be copied to your disk. They 
are Conman, My-Handlerandcohandler- 
lib.library. You should copy Conman 
into y our c: directory, My-Handler into 
the L: directory and conhandlerlib.- 
library. into the libs: directory. There is 
only one more thing to do and that is 
modify yourstartup sequence to include 
the command 'Conman' and when you 
boot up the system Conman will be 
installed and activated. When you open 
up a CLI you will wonder how you got by 
without the extra functions and I have 
found that it has made life very much 
easier when using AmigaDos. 

Conman was developed and placed 
into the Public Domain by: 
William S. Hawes, P.O. Box 308, 
Maynard, MA 01754. (617) 5878695. 

You can find the Conman system on 
FISH disk & and IPCUG library disk 
UTILITIES 3. 



ARC 



ARC is used to create and 
maintain file archives. What is 
an archive? It is simply a 
group of files collected together into 
one in such a way that the individual 
component files may be recovered 
intact from the Archive file at a later 
date. 

This ARC program is what one 
would call the "Industry Standard" 



and is a port of the IBM vesion. It is 
different from a host of other Archive 
utilities in that it automatically com- 
presses the files being archived, so 
that the file takes up a minimum of 
space. 

The ARC program accomplishes 
this compression through various 
techniques and the end result is a 
single file that is never any longer 
than the combined total of the origi- 
nal files but in most cases obtains 
savings of around 30-40%. 

The Syntax is: 
ARC A (filename) — This examines 
the file and a file with a '.ARC 
suffix is created. All files in a pro- 
gram go through the same pro- 
cedure, all being added to the 
.ARC file. 
ARC X (filename. ARC) — Is used on 
the Archived file, to extract all the 
original files, 

There are also several other com- 
mands. Probably the most interest- 
ing is the ARC V command, which 
will give you a complete listing of 
the files in the archive, the method 
of compression used, the original 
size of the file, the compressed size 
of the file and the compression 
expressed as a percentage. 

Most BBSs (Bulletin Boards) that 
offer PD software for the Amiga 
generally ARC all the programs. It 
takes up less valuable disk space 
and, more importantly, it enables a 
considerable saving in on-line time. 
You may even find the ARC pro- 
gram itself available for download- 
ing. 

One drawback of the program is 
the length of the filenames used in 
AmigaDOS. Because ARC is basi- 
cally a ported IBM program it does 
not like filenames longerthan the 8 + 
3 format of IBM files. If it comes 
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across a filename longer than that, it 
will refuse to ARC the file. This can 
be a problem as AmigaDOS files 
quite often have extremely long 
names. 

The answer is to obtain another 
PD program called ARCRE. This 
program will rename all the Amiga 
files to be archived, as ARCHIVE1, 
ARCHI VE2 etc., so that they can be 
handled by the ARC programs. 
There are, therefore, two processes 
involved in the ARCing of some 
AmigaDOS programs: 
EXECUTE ARCRE then RUN ARC 
To restore the original files use — 
UNARCandthen EXECUTE ARCRE 
Both programs work well together 
and I, for one, constantly use them. 
If you are a Bulletin Board user and 
don't have them, then they should 
be at the top of your PD 'must get' 
list! They are both excellent pro- 
grams and are examples of the qual- 
ity products that can be found inthe 
Public Domain. 

The ARC program can be found 
on Fish Disk 70. 



WARP 

The Amiga WARP 
factor PD sets it all 
together for you. 

WARP is a Public Domain 
Disk compactor, which 
makes use of a number of 
various compression and squeezing 
techniques. With it, it is possible to 
compress a disk containing some 
800 Kb of information to around 500 
Kb. The result is a single file, suf- 
fixed .WRP, which is made up of all 
the files that were on the disk. You 
can't "RUN" a .WRP file — it has to 
be Un-WARPED into its individual 
files first. 

This program is widely used for 
sending complete programs by 
Modem, giving similar advantages 
to those of the ARC system. How- 
ever, preparation time is greatly 
reduced using this method as there 
is no need to organise the sequence 



and checking of files for compres- 
sion. Many Bulletin Board SYSOPS 
(System Operators) use WARP to 
compact their programs which will 
then take up much less diskspace 
and can be downloaded in one 
section. 

Why would you want to WARP a 
complete disk? Many PD disks con- 
tain complete libraries of DEMOs, 
Printer Fonts, Music files and so on. 
A WARPed disk can be sent as a 
single file, thus requiring less inter- 
vention and valuable time to send to 
a distant user. 

The SYNTAX is: 
WARP READ 0 79 (filename) — this 
will automatically read and compact 
tracks 0 to 79 and produce a single 
.WRP file. 

WARP WRITE (filename) — will Un- 
WARP the .WRP file, accurately 
producing all the files of the original 
disk. 

Another excellent Utility and, once 
more, you may be able to get the 
WARP program itself from one of 
the AMIGA Bulletin Boards. 

The WARP program can be found 
on Fish Disk. 



A SPECIAL 
OFFER ON DISKS! 



. oa has Woea! 
mMI „ pack tor your ptoea 



Turbo-GEOS Mouse C64 

Superb quality two-button mouse — compatible with QEOS. (Graphic 
Environment Operating System program with icons and windows). Will also 

run with moat joystick operated programs. Mouse otuy £34.99 

Turbo QEOS Mouse with OCP ART STUDIO 

at £47.95 tape version (64/128) 
& £50.95 disk version (64/128) 
Features of ART STUDIO 

* operates in high resolution mods 

* icon driven 
it pull down menu 

* create* an image — shrinks, 
expands and rotates * 32 textures 

★ 3 magnification options 

★ 16 brushes 

★ 16 pens 

★ 6 sprays 

★ zoom 

★ cuts and pastes 

★ printer dump 

★ operates with most Centronics 
or RS232 printers 



5.25 REVERSIBLE 
DISKS (FUPPIES) 

Lookfl Single or Double sided 40 
track reversiWe disks! 2 notches 
and 2 Index holes sne We you to 
use both aide* of the disk on your 
i single skie Comrnodors or 
compatible disk driven Supplied in 
boxes of 10 wrth user and write 
protect labels. 


3.5 MICRODISKS 
FOR THE AMIGA 

Double aided microdisks — 80 
track. Supplied with user labels In 
boxes of 10. 


QUANTITY 


PRICE 


TICK HERE 


QUANTITY 


PRICE 


TICK HERE 


10 


£8.95 




10 


£16.95 




20 


£12.95 




20 


£32.95 




30 


£17.95 




50 


£78.95 




40 


£23.95 










50 






1 






THESE PRICES INCLUDE VAT AND POSTAGE. 

TICK WHAT YOU WANT, AND SEND IT WITH YOUR ORDER FORM TO 
THE ADDRESS ON ORDER FORM. 




To: Commodore Computing international 

40 Bowling Green Lena, London EC1R ONE. 



Total Goods £ 



I would like to order: 
{state quantity) 

D Turbo Geo a Mouse 

OGeos Mouse ♦ OCP 

Art Studio 

D Power Supply 
□ Disks 



Postage and 
Packing £1.25 



Grand 
Total 



I enclose a cheque/P.O. 
No 

for the amount shown above 
payable to 'Croftward Ltd' or 
please debit my ACCESS 
account No 



Expiry Date 



Name 



Signature 



Address 



Telephone Number 



Amm $How 29 dtyt foe a*Jrv§ry. 
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Dear AIM, 

I, like many other people, have dreamt of 
owning an Amiga. It is only recently that 
my dream has become a near reality but 

I need a few answers about this awesome 
machine. So here I go . . . 

(1) Should I wait? I hear Commodore 
are planning to release an equivalent of 
the A500 with 1Mb. Will it cost more? 

(2) How much software is being released 
monthly for the Amiga? Is it increasing? 
Are U.S. Gold likely to release Gauntlett 

II or Outrun on the Amiga? (I have heard 
rumours.) 

(3) How many Amigas have actually 
been sold in the U.K. Is it beating Atari 
yet? 

(4) Is the Amiga going to take off? 

I hope you print this letter and I will be 
eternally grateful if you answer as many 
of these questions as you can. From a 1 5 
year old. Your mag and Jeff Minter are 
both brill! 
Yours hopefully, 
Darren Voisey 

Darren Voisey 

(1) Commodore already offer the A501 
RAM expansion module for the A500. 
The A501 contains 51 2K RAM and a 
battery-backed clock/calendar. It 
mounts internally within the A500. It 
costs £113.85. 

It is always possible that the market- 
ing department in one of Commodore's 
many national subsidiaries around the 
world may decide to bundle the A501 
with the A500, but I would not advise 
anyone to wait for it to happen. 

Commodore's marketing policies 
varied from country to country with the 
original A1 000. In the USA it was sold as 
a 256K machine, with the extra internal 
256K RAM module as an optional extra: 
in the UK it was only sold as a 512K 
machine, with the extra 256K installed 
as standard. 

(2) Although the Amiga will never have a 
much software as the C64, its software 
base is growing at a reasonable rate. 

A selection of the most interesting 
new software released for the Amiga 
each month is reviewed in this magazine. 

U.S. Gold plan to release an Amiga 
version of the original "Gauntlet" this 
Summer. They expect eventually to 
have Amiga versions of "Gauntlet II" 
and "Outrun", but no release dates are 
yet scheduled. 

(3) Neither Commodore or Atari 
announce their sales figures, both treat- 
ing this as very confidential information. 

However, taking the three major 
markets for the Amiga and the ST, it is 
generally accepted within the trade that 
the Amiga has been far more successful 
in the USA (where it is difficult even to 
find any STs in retail outlets, which is 
why Atari bought the Federated Group 
of 63 electronics stores in California and 
Texas last Autumn); the Amiga and the 



ST are running neck-to-neck in Ger- 
many; and, since former CBM (U.K.) 
boss Bob Gleadow took over Atari Corp 
(U.K.), the ST has outsold the Amiga in 
the U.K. because of a much keener 
pricing policy. 

(4) Thanks to good Christmas quarter 
sales of the A500 around the world, the 
Amiga has undoubtedly already taken 
off. 

Dear AUI, 

On re-reading the Amiga Letters article 
in the August issue entitled "Help is at 
hand", I rushed eagerly to my computer. 
I also have been unable to get anything 
other than the Workbench directory 
with the D I R command. However, 
your solution does not work for me! 
Firstly you need a space between D.I.R. 
and ?. Secondly inserting the required 
disk, whose directory is needed, on 
obtaining the prompt DIR,OPR/K: only 
causes the request "Please replace 
volume A500 WB 1 .2" to appear, and Eh 
Voila! one is promptly rewarded by . . . 
youVe guessed it, the W.B. directory. 

Is there a prize from Commodore for 
the most ingenious way of obtaining the 
W.B. directory, or perhaps its for finding 
the most number of ways. 

Once again HEEELP — how on earth 
does one get the di rectory of disks other 
than Workbench? 
Yours sincerely, 
Keith L. Richards 

Keith L. Richards 

The answer given in August was correct, 
but presumed you had gone directly 
into the CLI rather than arriving there via 
the Workbench. (Pressing CTRL D as 
soon as the screen goes blue aborts the 
loading of Workbench and puts your 
directly into the CLI.) 

Unlike MS-DOS, which only knows 
about the disk(s) that are currently in 
the drive(s) of a PC, AmigaDOS is 
capable of retaining information about a 
disk after it has been physically removed 
from the drive. 

Opening a CLI from the Workbench 
causes the system software to log the 
Workbench disk as being in active use. 

AmigaDOS continues to treat the 
currently logged active directory as the 
current directory even after a disk has 
been removed from the drive and 
replaced by another disk, unless it is 
specifically instructed to do otherwise. 

If, after switching on the Amiga and 
loading WORKBENCH, you open the 
Workbench by double-clicking on its 
icon, the root directory of the Workbench 
disk becomes the current directory. 

When working with a CLI loaded from 
the Workbench you must use the Change 
Directory command (CD) not only to 
change the current directory to a sub- 
directory on the same disk, but also to 
change to the root directory (or a sub- 



directory) on another disk after changing 
the disk in the drive. 

So, to get a directory of another disk, 
with the Workbench disk still in the 
drive, enter 
CD? 

After the DIR: prompt appears, put the 
new disk in the drive, and make its root 
directory the current directory by 
entering 
DFO: 

Then put the Workbench disk back in 
the drive, and load the transient DIR 
command from it by entering 
DIR? 

The Amiga is a multi-tasking machine. 
Because of this you will notice that 
prompts often come up on screen 
before disk accessing is finished. Do not 
remove a disk until after the red drive led 
goes out. 

The amount of disk swapping needed 
for a simple operation like this is a clear 
illustration of why it is always recom- 
mended that serious use of an Amiga 
requires either dual drives or expansion 
memory for a RAM disk. 

Dear AUI, 

I am the owner of an Amiga 500 and 
woul dlike to know the following with 
regard to the "Amiga Virus Programme". 

I know the Virus is written to the boot 
sector (?) of the disk, but if I load WB 1 .2 
(with an uninfected disk), go to CLI, 
then inspect the suspected disk (write 
protected!!) by inserting into DF1: by 
typing LIST DF1: will the "Virus" pro- 
gramme be listed along with the others 
or how do I list the "boot" sector? 

I was also thinking, as the Amiga has 
the facility to list all text on the disk (i.e. 
in CLI mode, the command TYPE DF1: 
(Filename) OPT H will list the disk 
sectors and also list any ASCII charac- 
ters on the right of the disk info) would 
the TYPE mode reveal the virus message 
and I would then know if any of my disks 
are infected especially the P.D. ones? 

I enclose an S.A.E. for your reply. 

Thank you for your kind attention. 
Yours faithfully, 
A, Roddis 

P.S. I take it the "Virus" will only write to 

non-write protected disks? 

P.P.S. Keep up the good work on the 

CCI! (and the Amiga cover is great). 

Thanks. 

A. Roddis 

The Amiga VIRUS is simply a modifica- 
tion of the BOOT BLOCK of an existing 
AmigaDOS boot disk. Any disk that can 
be used to boot the Amiga (i.e. Work- 
bench) has a reserved area called the 
boot block. On an Amiga floppy the 
boot block consists of the first two sec- 
tors on the disk. Each sector is 51 2 bytes 
long so the boot block contains 1024 
bytes. When Kickstart is bringing up the 
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system the disk in drive 0 is checked to 
see if it is a valid AmigaDOS boot disk. If 
the first two sectors on the disk are 
empty, it is not. If it is, the first two sec- 
tors on the disk are loaded into memory 
and executed. The boot block normally 
contains a bit of code that loads and 
initialises AmigaDOS. If not for this 
BOOT CODE you would never see the 
initial CLI.The normal boot code is very 
small and does nothing but call the DOS 
initialisation. Therefore on a normal 
DOS boot disk there is plenty of room 
left unused in the boot block. Some 
software protection schemes use this 
empty space in the boot block, and it is 
only to such disks that the Virus is a real 
danger. 

The boot block is not an ordinary file, 
so does not appear in the directory and 
cannot be examined with the TYPE 
command — but only with a disk editor. 
See the article by Harry Broomhall and 
David Parkinson elsewhere in this issue 
for instructions on a simple method of 
checking for and removing the Virus 
without a disk editor. 

The Virus is a replacement for the 
normal DOS boot code. In addition to 
performing the normal DOS startup the 
Virus contains code for infecting other 
disks and for displaying the Virus mes- 
sage. Once the machine is booted from 
a infected disk the Virus remains in 
memory even after a warm start. Once 
the Virus is memory resident the warm 
start routine is affected: instead of going 
through the normal startup (when the 
three keys CTRL, Commodore and 
Amiga are pressed together) the Virus 
checks the boot disk on drive 0 for itself. 
If the Virus in memory sees that the boot 
block is not infected it copies itself into 
the boot block, overwriting any code 
that was there before. 

It is in this manner that the Virus propa- 
gates from one disk to another. After a 
certain number of disks have been 
infected the Virus will display a message 
telling you that 'Something wonderful 
has happened'. 

When the Amiga is booted from an 
infected disk the machine is brought up 
normally by reading the boot block into 
memory. When control is transferred to 
the boot block code, the Virus code 
immediately copies the entire boot 
block to $7EC00 and then JSRs to the 
copied code to wedge into the CoolCap- 
ture vector. Once wedged in, control 
returns to the loaded boot block which 
performs the normal DOS initialisation. 
Control is then returned to the system. 

At this point the system CoolCapture 
vector has been replaced and points to 
code within the Virus. When control is 
routed through the CoolCapture vector 
the Virus replaces the DolO left mouse 
button: if it is down the Virus replaces 
the DolO code with its own version of 



Dolo and returns to the system. 

The code so far has only been con- 
cerned with making sure that at any 
given time the DolO vector points to the 
Virus code. This is where the real action 
takes place. On every call to DolO the 
Virus checks the io-Length field of the 
IOB: if this length is equal to 1 024 bytes 
then it could possibly be a request to 
read the boot block. If the io-Data field 
and A4 point to the same add ress then it 
is a boot block read request. If it is not a 
boot block read the normal DolO is exe- 
cuted as if the Virus was not installed. 
However, if it is a boot block read, con- 
trol JSRs to the old DolO code to load 
the boot block into memory and then 
returns to the Virus. The checksum for 
the Virus boot block is compared with 
the checksum for the block just read in. 

If they are not equal a counter is 
incremented and the copy of the Virus at 
$7EC00 is written to the boot block on 
the disk. This copy includes the incre- 
mented counter. If the counter ANDed 
with $F is equal to 0 then a rastport and 
bitmap are constructed and the Virus 
message is displayed. Thus the mes- 
sage is displayed whenever the number 
of infected disks is a multiple of 16. 

You are correct in presuming that the 
Virus can only copy itself onto non-write 
protected disks. 

As explained in Harry Broomhill and 
David Parkinson's article, you can 
remove the Virus from infected disks 
just by using the INSTALL command 
from the CLI and without needing a 
special program. In fact, I strongly 
advise Amiga users to avoid such pro- 
grams — since there are strong suspi- 
cions that at least one of them actually 
serves to introduce a new form of the 
Virus. 

Thanks to Bill Koester at Commodore 
Amiga Technical Support in West Ches- 
ter for information on how the Virus 
operates. 

Dear AIM 

I was interested to learn about the 64 
Emulator for the Amiga. How is the prog- 
ram loaded in - from a special tape inter- 
face (the Amiga does not have a cassette 
player!) or from a 5 ""A" disk (needing a 
5W drive to be bought)? 

Congratulations on producing such an 
informative magazine. Keep it up. 
Yours faithfully, 
Mr. F. Poudano 

F. Poudano 

There are two 64 Emulators for the 
Amiga on sale in North America. The 
better one of them was reviewed in last 
month's Amiga User (February, page 
26). It was written in Canada and is sold 
by Ready Soft in the USA (PO box 1 222, 
Lewisham, NY14092 — $39.95 or, with 
cable for the C64 peripherals, $59.95). 
It is written in 68000 Assembler, and 



takes over the Amiga entirely (so multi- 
tasking is not possible with it loaded). It 
is supplied on a standard Amiga 3.5in 
disk. The package optionally includes a 
special cable for connecting a Commo- 
dore serial disk drive (1541, 1570, 1571 
or 1581) and/or a Commodore serial 
printer to the Amiga's RS232C (serial) 
port. 

The cable needed for the A1 000 is dif- 
ferent to that for the A500 and A2000 
because of the change that was made in 
the Amiga serial port. When ordering, 
specify which version you require. 

Once the software is loaded (from the 
Amiga's own drive), you can configure 
your drives: say, have the Commodore 
serial drive as device 8 and the Amiga's 
dfO: a device 9. (The software will not 
read 1581 format 3.5in disks in an Amiga 
drive.) 

Because most 64s in North America 
are used with disk drives, no provision 
has been made for attaching a 1530 
cassette unit to the Amiga. 

Because Amiga sprites are narrower 
than 64 sprites, the Emulator has to use 
pai rs of Amiga sprites for each 64 sprite. 
The overhead that this imposes rendes 
arcade style games so much slower 
than on the 64 as to be not worth play- 
ing. However, 64 productivity programs 
(word processors, databases, spread- 
sheets) work fine with it as they do not 
use sprites. 

Anyone whose prime requirement is 
just to transfer data files from a C64 or 
C128 to the Amiga, an who has either 
the external A1020 5.25in drive (never 
sold by Commodore in the U.K) or an 
A2000 with an internal 5.25in drive, 
should also consider Central Coast 
Software's "Disk 2 Disk" ($49.95). 



Quote of the 
month 

If you cross an Atari with a 
Tandon what do you get? 



An unreliable computer that 
isn't available but does give 
press conferences and do 
card tricks 



Jerry MacDougal 
MicroScope 
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Now you can produce your 
own animated presentations on 
the Commodore-Amiga or video 
tape. Use any IFF pictures and 
over 50 exciting transitions in- 
cluding rolls, reveals, wipes, 
flys, fades, color cycling and 
more. Each picture can remain 
on screen for a preset time or 
until a keyboard entry is made. 
Now really get fancy. Fly or 
wipe object brushes onto the 
screen. Experiment all you want 
— you can play any portion of 
your script at anytime during 
your editing session! Incredibly 
easy. Lights, camera, ACTION! 



SHOWCASE YOUR 
COMPUTER PICTURES WITH 

TV* SHOW 




Developed by 



Incredibly priced at: 




£99 



95 



Zuma Group 



Other products by Zuma Group; 
Zuma Fonts Vol. 1, 2, 3 - $34.95 each 
TV*TEXT - 199.95 



See your local dealer or call: 



Brown-Wagh 
Publishing 



1-408-395-3838 (in California) 

16795 Lark Ave., Suite 210, Los Gatos, CA 95030 



Dealers call: H.B. Marketing 01-844 1202 
Microdealer 0908 74000 
or Software Ltd. 01-278 2377 
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DARK CASTLE 



Minorsoft 



Wihen Manic Miner started off the 
platform game craze, almost anything 
involving jumping, platforms and 
patrolling nasties was instantly successful. I 
remember a time when I just couldnt get 
enough of them, but times may have changed, 
and other game-styles have taken over. 
Mirrorsoft have just released Dark Castle, a 
platform game that owes a lot to Donkey Kong, 
Barbarian (Psygnosis) and a good few others, 
but is none the worse for that. 

The setting is a fantasy world of castles, 
ogres and scorcery. You have been given the 
job of getting rid of the Black Knight, who is no 
doubt a baddie through and through. He hangs 
out in Dark Castle, situated atop a large hill. 
This is no ordinary castle, but is riddled with 
platforms suspended in mid-air and trap doors 
to capture unwary visitors. You might guess from 
its name that a multitude of spooky creatures 
haunt the chambers. Bats, rats, tin men, whip- 
cracking slave drivers and more, all pose a 
threat to outsiders. 

You have control of a spritely chap with a 
large handful of rocks for ammo. With him you 
can run, jump, duck, climb and lob rocks. If 
you're lucky you could find a more powerful 
weapon to use against the enemies. Because of 
the amount of actions you can perform, the 
mouse is used as well as the joystick or 
keyboard. This leads to a bit of confusion when 
monsters are closing in from all sides, but can 
be mastered with practice. 

An excellently atmospheric picture of the 
castle in a storm accompanied by a snatch of 
pipe organ music, starts the game well. 
Unfortunately, the rest of the graphics are not 




quite up to this standard, but there's not as 
much scope considering their size. The bats 
and rats for instance, are very basic, but the 
main character has some amusing animation. 

"The grunts and screeches liven 
the game up terrifically" 

You cant help noticing the excellent sound 
effects during the game, which are easily the 
best part of it. The grunts and screeches liven 
the game up terrifically, and for once they are 
sound effects that dont get boring. 

Platform games can be great fun, partly due 
to the fact that most have a load of different 
screens to get to. To a degree, this is the case 
with Dark Castle, but it's slightly let down by 
the fiddly controls. It can be very annoying 
when you fall over for no apparent reason, or 
when our hero refuses to go down some stairs. 
Another niggle is that it's too easy to climb up 
some stairs or a ladder and jump off the 
platform when he gets to the top. 

If you can bear these problems, you could be 
in for a tremendous amount of fun. It can be 
frustrating partly because of the long disk 
accesses between games and levels. For 
anyone with a single drive system, the disk 
swapping could be a pain. All in all though, 
Dark Castle's good points far outweight its bad 
ones. 

I have to warn you that Dark Castle is really 
difficult but most players will find it a furious 
challenge that will draw you back again and 
again to defeat the bats, the rats, the man with 
the whip and all the other nasties who just keep 
on coming at you. B. V. 
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Softwood 

WRITE & FILE 

Integrated Word Processor/ Database Manager 

Multiple Font Styles, Spell Checker and Powerful Features 
Write & File a SUPER Word Processor. The Integrated Database Manager 
for Reports and Mail Merge Make it SUPERB ! 



► Features unique "Smart Mouse" and "Undo' 

► Search/replace; headers, footers; hor/v^g rule: 

► Prints in graphics (pretty) or texy^t) 

► Includes over 100,000 word dictionary 

r size. 



► Supports foreign 
currencies 




► Views multiple database records at a glance 

► Manages data in rows/columns like a spreadsheet 

► Sorts and searches on multiple criteria 

► Calculates fields using math formulas 

► Merges lists with documents for labels/envelopes 



Manage lists while writing document 




The First to Provide a DOCUMENT READABILITY INDEX! 



Incredibly priced at: 



£99 



95 



See your local dealer or call: 

Brown-Wagh 
Publishing 



1-408-395-3838 (in California) 
16795 Lark Ave., Suite 210, Los Gatos, CA 95030 



Amiga is a registered trademark of Commodore-Amiga, Inc. Write & File is a trademark of Softwood Company. 



Dealers call: H.B. Marketing 01-844 1202 
Microdealer 0908 74000 
or Software Ltd. 01-278 2377 
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POWERPLAY 



Arcana 




Arcana, who enjoyed 
success with the 8-bit 
Iversion of Poweiplay have 
announced that they're now 
going to concentrate on 16-bit 
software. Their first two Amiga 
games are Mars Cops and 
Poweiplay. Mars Cops is a sci-fi 
action game set on Mars, where 
youVe been given the job of 
putting a stop to a gang of 
aggressive aliens. 

Poweiplay takes a new look at 
the trivia quiz game by 
replacing counters and wedges 
for gods and monsters. Each 
player can take the part of one 
of four gods: Apollo, Hermes, 
Hecate and Aphrodite. Each 
god has a team of four 
mythological characters, to fight 
the battles for them, ranged to 
play in a courtyard marked out 
with a grid. The teams start at 
opposite comers of the grid. 
Each square is coloured 
according to the subject it 
represents. Pieces are moved 
around the board by answering 
questions on the subject of the 
chosen square. One of four 
suggested answers has to be 
selected within the time limit to 
make the move. 
Opponent's pieces are 



removed by moving on the same 
square, when a challenge will 
commence. These challenges 
take place in one of a number 
of locations. For example, one is 
set with the pieces either side of 
a bubbling lava pit. A tug 'o' war 
sorts out the winner. This is also 
played by answering questions, 
which pulls the rope, pushes a 
rock or whatever in your favour. 
If the losing piece is weak, it 
will be eliminated from the 
game. If it has mutated to a 
stronger level during the game, 
it mutates back to its former 
power. 

In addition to the two 
thousand questions supplied 
with the game, there is also a 
question compiler that lets you 
create your own questions, 
although if you have written the 
questions yourself, wouldn't you 
know all the answers? 

The court is displayed from 
above and at an angle. The 
pieces are drawn well, some 
look decidedly cute, although 
they could do with a little more 
detail. The idea of the 
challenges is good, and works 
well, but again, the 
backgrounds would benefit 
from additional detail. 



"U you've a friend 
handy, the chance of 
pulling him into a pit 
of lava, or squashing 
him under a boulder 
will prove to be a 
highly enjoyable 
experience!" 

Trivia games are always a good 
way of showing off your general 
knowledge (or getting 
embarassed at your lack of it), 
and Poweiplay has added some 
interesting and amusing twists. 
Playing against another player 
also adds to the competitive 
spirit. For someone who would 
normally play alone, Poweiplay 
maybe isnt exactly your thing, 
but if you've a friend handy, the 
chance of pulling him into a pit 
of lava, or squashing him under 
a boulder will prove to be a 
highly enjoyable experience! If 
you lack a good quiz/board 
game, Poweiplay will make a 
great addition to your 
collection. B.V. 

Graphi, 
| Sound: 7 
Wayabiiity: g 
Value; 7 
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COMMUNICATIONS 



The world of communications is growing 
fast but it is surrounded by a host of jargon 
and mystique that makes the subject in- 
comprehensible to most people. In this 
series we will try to explain the terms, and 
the techniques used to make computers 
and terminals talk to each other. We will 
also cover some of the more common 
pieces of equipment that are in use, and you 
should be able to see some of the many 
possibilities that the world of communica- 
tions offers. 



Communication Basics 

Before the days of the home/ 
personal computer the electronic 
transfer of data was restricted to 
the mini and mainframe type of machine. 
It was also common to stick to the same 
make of machine, the maintenance of 
which was left to the manufacturers ser- 
vice departments. In this case the prob- 
lems of getting the data between one 
machine and the other were greatly 
simplified. As most machines of the same 
make normally use a similar operating 
system the transfer could normally be 
done very easily. The real problems oc- 
curred when remote access to these 
machines was required. In order to ease 
this problem several standards have 
been defined, none of which make for 
easy reading! The most common 'stan- 
dard' is the RS232. Unfortunately you 
have to take the word standard with a' 
pinch of salt, this is because the RS232 
standard is very comprehensive and of- 
fers several options. So the fact that two 
machines use the RS232 standard does 
not mean that they talk to each other just 
by plugging them together. 

By some fluke it was decided that the 
RS232 and the CCITT V24 'standards' 
should conform to each other, this has 
made it possible for both European and 
American machines to communicate with 
each other. Fig. 1 shows a table of the 
RS232 and V24 signals and the pin 
number of the 25-way 'D' connector that 
is assigned to it. 

The importance of Fig. 1 will become all 
too clear a little later, but it is necessary to 
introduce it as soon as possible. Most of 
the jargon that surrounds data communi- 
cations comes from this standard. From 
now on I will be using the abbreviations 
listed in Fig. 1 except where it will confuse 
the issue! 



Pin 


Amiga 


RS232 


1 


GND 


GND 


2 


TXD 


TXD 


3 


RXD 


RXD 
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RTS 


RTS 
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CTS 


CTS 
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DSR 


DSR 
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GND 


GND 
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CD 


CD 
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10 
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S.SD 


13 




S.CTS 


14 


-5V 


S.TXD 


15 


AUDO 


TXC 


16 


AUDI 


S.RXD 


17 


EB 


RXC 


18 


INT2* 
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S.RTS 


20 


DTR 


DTR 


21 


+5V 


SQD 


22 




RI 


23 


+ 12V 


SS 


24 


C2* 


TXC1 


25 


RESB* 





Consider how two people talk to each 
other, what things must be true to enable 
a conversation to take place? Well they 
must be able to hear, each other, they 
must speak the same language, they 
must not both speak at once. This 
broadly corresponds to what a data 
comms system has to do in order to es- 
tablish communications. In order to 'see' 
each other the equipment must be con- 
nected together, the RS232 interface and 
a suitable lead will do that. The language 
or data format must be the same, ie 
ASCII, EBDIC or any of the many codes 
used by computers. To prevent both 
machines talking at once FLOW CON- 
TROL is employed. This is the most 
troublesome part of communications, 
and often causes the biggest headaches. 
RTS, CTS, DTR, and DSR can all be used 
for flow control. There is one other prob- 
lem area in data comms and that is TIM- 
ING the interface pins TC, RC, are used 
for this and they will be dealt with a little 
later in the series. 

How Data is 
Transmitted 

The fundamental fact to remember is that 
RS232 data is sent in a SERIAL format. 
Another thing is that the data is not sent 
byte by byte but is sent bit by bit. Now this 
presents a problem, how do we send 
data in this fashion?, well lucky for us 
there are a number of ways that have 
been about for many years. Most home 
computers have the means to do this in 
the form of a UART. This an acronym for 
Universal Asynchronous Receiver Trans- 
mitter and normally takes the form of a 
chip. It is possible to simulate a UART 
with software, in fact the C64 does this. 
The Amiga has its UART built into the 
Paula chip. 

To use this system all that has to be 
done is to open the channel to the serial 
device and any data will be sent to this 
device in a bitwise serial form. This data 
comes out of the connector on the back 
of the Amiga as electrical voltage levels. 
The RS232 spec is very generous in stat- 
ing that the signal can swing from +3 to 
+30 volts and from -3 to —30 volts. It is 
more common to use +3 to +12 and -3 
to -12 volts. The voltage range +3 to -3 
volts is a safety feature so that any 'noise' 
ie a slight ripple on the input will not cause 
false readings. Just to make matters a bit 
more complex people often talk about 1 's 
and 0's and MARK and SPACE. Well 
MARK is the same as a logic 1 and 
SPACE is the same as logic 0, and MARK 
is the negative voltage and SPACE is the 
positive voltage. CONTINUED 
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The stream of bits is sent to the inter- 
face one by one and thus a series of vol- 
tage levels will appear on theTD pin of the 
interface. As each byte has eight bits, 
there will be a combination of eight mark 
or space signals sent out. Depending on 
the bit pattern, however it does not mean 
that each level must change to the oppo- 
site state every time. If we take an exam- 
ple such as the letter M, this has the Hex 



value 4D or in binary (bits) 01 001 1 01 this 
would be sent to the TD pin as SPACE, 
MARK, SPACE, SPACE, MARK, MARK, 
SPACE, MARK. This is shown graphically 
in fig. 2. Well that's all there is to it ... or is 
it?? 

So far we have only considered the 
transmission from one end. We must 
think of this as a two-ended operation, 
after all the whole point of this is to send 



MARK 

-ive v 

LOGIC I 



SPACE 
+ IVE V 
LOGIC 0 



FIGURE! 



MARK 
-IVE V 
LOGIC 1 



SPACE 
IVE V 
LOGIC f) 



FIGURE! 



Fig. 



data to another system!. How do we 
know what bit we are going to receive? 
What happens if we start looking for data 
in the middle of a transmission? Well all 
these problems can be solved by two 
things, the main thing is to agree on the 
length of time each bit wil be sent at, and 
to start and end each block of eight bits in 
a special way. This involves adding extra 
bits, called the start and stop bits. The 
start bit is always a SPACE and the stop 
bit is always a MARK. The length of time 
that each bit is sent at is the BAUD rate 
and can be calculated by 1 /bit time. So 
for a bit time of 20mS (.020 seconds) the 
BAUD rate would be 1/.020=50 BAUD 
and so on. So we have a system where 
the receiving machine can wait until a 
mark bit comes in and then know exactly 
when each of the next eight bits are going 
to come in, and to prevent the next 
character confusing the issue, a SPACE 
is used to separate the characters. Fig. 3 
shows this. Because each character has 
its own timing and it does not matter 
when the next character follows, this 
form of transmission is known as Asyn- 
chronous. This is the most widely used 
form of transmission and is used for such 
services as the public viewdata service, 
Bulletin Boards, also VDU's and printers 
often employ Asynch. interfaces. 

Next month Andy Eskeison looks at 
Flow Control 



VIRUSII 



THE MOVIE 



continued from page 6/ 



and more dangerous variations on the 
original theme. It is also rumoured that 
there are supposed "antibody" programs 
in circulation which actually introduce 
new viruses. This is feeble stuff however 
compared with the original; Harry's 
cure, of INSTALLING on a clean system 
then write protecting the disk, should 
also serve to kill any SCA mutations, 
and is a lot safer than relying on 
''antibody" programs of dubious origin. 

This brings us to the more interesting 
area of viruses in general, and the 
biological analogy implied by the use of 
the game "virus". The SCA Amiga virus 
is fairly classic in this respect; it exists in 
two main states, a "dormant" state on 
the boot track of an Amiga Work 
disk, and an "active" state, actually 
wedged into the operating software of a 
working Amiga. In its dormant state it 
propagates by the normal process of 
people copying disks; in its active state, 
it propagates onto other disks brought 
into contact with it on re- boot; it has 
enough sense not to produce any 
symptoms until this process is quite far 
advanced (16 copies). The infected 
body (the community of Amiga users) 
reacts by producing antibodies to the 
virus, some of which are more dangerous 
than the virus was in the first place — 



there are medical parallels to this too. 
Finally, as the virus spreads around, 
with the help of certain fools, it mutates. 

An obvious question is why this sort 
of thing hasn't happened on microcom- 
puters before. On mainframes and minis, 
virus programs are quite old news; a 
classic example was a virus on the 
"Cambridge Ring" network which used 
from time to time to grab control of 
every output device on the ring and print 
"I'm the Cambridge Gremlin — I'll bet 
you can't catch me!" It is however quite a 
new phenomenon on micros. The answer 
probably lies in the fact that computer 
operating software has to pass a certain 
level of complexity before it becomes 
vulnerable to attack by a virus. The 
Amiga runs a multi-tasking "operating 
environment" a great deal more sophisti- 
cated than anything available on the 
PCs which came before it. This is 
responsible for a lot of the attraction of 
the Amiga; it also renders it vulnerable 
to a virus. 

A final point concerns the way that the 
SCA virus travelled from Switzerland 
where it was developed, to infect the rest 
of the Amiga world, this process bares a 
resemblance to the spread of a great 
deal more serious and alarming human 
virus called HIV. In order for one disk to 



infect another, they need to get into the 
same computer together in circumstan- 
ces where they are not write-protected; 
the analogy for write-protection here is 
pretty obvious. It seems very likely that 
the spread of SCA from Switzerland was 
helped by some very promiscuous soft- 
ware concerned with making copies of 
other programs, for software piracy or 
"hacking". In this context, the SCA virus 
was known about many months ago; 
however its spread was further helped 
by an attitude which held that SCA was 
something which happened to nasty 
horrible hackers, and not to ordinary 
decent Amiga users like us. It is these 
same "ordinary" users who have recently 
been finding that something like 70% of 
their disk's are infected. 

A good thing then, that the SCA virus 
on the Amiga can be cured so easily. 

Harry Broomhall, 
David Parkinson 

Harry Broomhall is a freelance software 
engineer and consultant, who has rec- 
ently written the imgae processing 
software for the "DigiPic" Amiga image 
digitiser. 

David Parkinson is Technical Director 
of Ariadne Software, and author of the 
successful "The Kickstart Guide to the 
Amiga." 
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SOFTWARE AND 
PERIPHERALS 

LATEST AVAILABILITY LIST 

This latest availability list shows the 
growing quantity of software and 
peripherals for the AMIGA. It has 
been compiled by AMIGA User 
with the valuable collaboration of 
leading distributors. 
Consult your dealer for price 
confirmation. 



Product 


Company 


Price 


[■pact 


Aegis 


£73.00 








Page Flipper 


Mindware 


£46.00 








Photon Paint 


Hicroillusions 


£99.95 


1. Communications 






Sculpt 3D 


Byte 


£79.95 








TVfShow 


Zuia Group 


£99.95 


BBS PC 


MicroSystems 


£69.95 


TViText 


Zuia Group 


£99.95 


Dialtext Cons Pack 


Electronic Arts 


£29.50 


Iipact 


Aegis 


£169.95 


Diga! 


Aegis 


£65.00 


Video Ti tier 


Aegis 


£71.30 


Digital Link 


Digital Creations 


£69.95 


Videoscape 3D 


Aegis 


£119.95 


ha i i com 


Max i so f t 


£49.95 


Zuia Fonts 


Zuia Group 


£26.00 


Online! 


HicroSysteis 


£69.95 








Ruby-Con 


Y2 


£90.00 














4. Leisure 






2. Publishing/Printing 






Aaargh 


Melbourne House 


£19.99 








A Mind Forever Voyaging 


Inf ocoi 


£34.95 


Deluxe Print 


Electronic Arts 


£79.00 


Archon 


Ariolasoft 


£29.95 


Hole Publisher 


Hi Tec 


£24.95 


Arcticfox 


Ariolasof t 


£29.95 


Hove Over Mac 


Brown 


£149.95 


Arena Sports Simulation 


Psygnosis 


£29.95 


Page Setter 


Gold Disk 


£149.95 


Army Moves 


imagine 


£24.95 


Pro-Write 


New Horizons 


£99.95 


Balance Of Power 


Hind scape 


£34.95 


Pub I isher 


Vision Technology 


£99.95 


Bally Hoo 


Infocoi 


£29.95 








Barbarian 


Psygnosis 


£24.95 








Blackjack Academy 


Microi 1 iusions 


£29.95 


3. Graphics and Video 






Blaster ball 


Mastertronic 


£9.99 








Borrowed Tiie 


Activision 


£24.95 


Analytical Art 


Crystal Rose 


£69.95 


Bratticus 


Psygnosis 


£34.95 


Animator With laages 


Aegis 


£119.95 


Bureaucracy 


Infocoi 


£34.95 


Artpak 


Aegis 


£44.95 


Chessiaster 2000 


Software Country 


£29.95 


Cal ligrapher 


Interactive Softworks 


£55.00 


Deep Space 


Psygnosis 


£34.95 


Deluxe Paint 


Electronic Arts 


£69.00 


Defender Of The Crown 


Cineiaware 


£29.95 


Deluxe Paint Art t Utility Disk 


Electronic Arts 


£29.95 


Deja Vu 


Mind scape 


£29.95 


Deluxe Paint II 


Electronic Arts 


£129.00 


Delta Patrol 


Other Valley 


£24.95 


Deluxe Video Construction Set 


Electronic Arts 


£99.00 


Demolition 


Anco 


£9.95 


Dig! -paint 


NewTek 


£59.95 


Diablo 


Unicorn 


£24.95 


Digi-View 2.0 


KevTek 


£170.00 


Dreadnought 


Melbourne House 


£19.99 


Express Paint 


PAR Software 


£58.00 


Dr. Fruit 


Anco 


£9.95 


Foris in Flight 


Micro Magic 


£60.00 


Dungeon Construction 


Microi 1 Iusions 


£39.95 


Grabbit 


Discovery 


£29.95 


Earl weaver 


Electronic Arts 


£29.95 


laages 


Aegis 


£69.95 


Ebonstar 


Microil Iusions 


£39.95 








ECO 


Ocean 


£24.95 
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The Haley Project 


Epyx 


£44.95 


The Pawn 


Rainbird 


£24.95 


The Surgeon 


Aii sung 


£49.95 


Trinity 


Infocoi 


£34.95 


Uninvitedsort i: 


Mindscape 


£29.95 


Vader 


Anco 


£9.95 


Video Vegas 


Baud v i 1 1 e 


£29.85 


Winnie The Pooh 


Sierra On-Line 


£49.95 


Winter Gases 


Epyx 


£29.95 


Wishbringer 


Infocoi 


£29.95 


Uizball 


Ocean 


£24.95 


World Darts 


Mastertronic 


£9.99 


World Gaies 


Aft ii/iei r»n 
nKj L J. ¥ i b k Ull 




Xenon 


He I bourne House 


£19.99 


Zorlc 1 


Inf ocob 


£29.95 


Zork II 


Infocoi 


£29.95 


Zork III 


Infocoi 


£29.95 


5. Business 






A Filer 


Megasoft 


£49.95 


Acquisition 


Taurus lipex 


£299.95 


Aiiga Accounts 


Total Office 


£149.95 


AiigaCalc 


Conodore 


£79.95 


Analyse! Graphics 


Micro-Systeis 


£49.95 


Analyze! 


Micro-Systeis 


£99.00 


B.E.S.T. Business Hanageaent 


Business Electronics 


£399.00 


Dynaiic Word 


Microillusions 


£199.95 


Hippo Word 


Hippo 


£169.95 


Integrated Accounts 


Eidersof t 


£114.95 


KSpread 


Kuia 


£79.95 


Logistix 


Grafox 


£99.00 


Haxidesk 


Maxisof t 


£69.95 


Haiiplan 


Oxxi Inc. 


£129.95 


Haiiplan 500 


Oxxi Inc. 


£99.95 


Max i p 1 an Plus 


Oxxi Inc. 


£149.95 


HiAiiga File 


Sof tvood 


£99.95 


Office 


Inter lex 


£49.95 


Organise 


Micro-Systeis 


£99.95 


Scribble With Hail Merge & Spel 1 check 


Micro-Systeis 


£60.00 


Superbase 


Precision 


£99.95 


Talker Word Processor 


Finally 


£42.15 


Teitcraf t 


Conodore 


£59.00 


The Works 


Micro-Systeis 


£149.95 


1 In l ra 1 t* 

U II l Ua 1 U 


La 1 1 1 ce 


tec, oo 


VIP Professional (1-2-3 Clone) 


Ditek 


£149.95 


VIzawrite (Desktop) 


Viza Software 


£99.95 


WordPerfect 


Sentinel Software 


£249.95 


Write k File 


Softwood 


£99.95 


6. Utilities and Languages 






64 Eiulator 


ReadySoft 


£69.95 


A/C Basic 


Absoft 


£195.00 


A/C Fortran 77 


Absoft 


£235.00 


APL Prograiiing Language 


Micro APL 


£230.00 


Aztec C 


Manx 


£260.00 


Benchmark Modula-2 


Oxxi lnc 


£199.95 


C.L.I. Mate 


Prog. Peripherals 


£30.39 


Cambridge Lisp 


Metacoico 


£149.95 


dBase 111 ISAM Package 


Lattice 


£115.00 


Dev Pac 


Hi Soft 


£49.95 


Explorer Dissasseibl ing Debug Monitor 


I.A.N 


£49.95 


ISO Pascal 


Metacoico 


£89.95 


K Seka Asseabler 


Kuia 


£49.95 


Language Plus Runtiie Systea 


True Software 


£249.94 


Lattice C 3.1 Fast Compiler 


Lattice 


£165.00 


Lattice C 3.1 Professional 


Lattice 


£270.00 


Lattice C Compiler 


Lattice 


£129.95 


Lattice C 4.0 (Standard) 


Lattice 


£189.95 



Eierald Mine 
Faery Tale 
Ferrari Foriula One 
Feud 

Final Trip 

Financial Cookbook 

Fire Power 

Flight Simulator II 

Galactic Invasion 

GFL Chaipionship Football 

Gizioz 

Goldrunner 

Guild od Thieves 

Gunship 

Hacker 

Hacker II 

Hitchikers Guide To The Galaxy 
Hollywood Hi jinks 
Hoi lywood Poker 
Hunt the Red October 
(■pact 

Insanity Fight 
Karate Kid 11 
Karate King 
Kikstart II 
King of Chicago 
Kings Quest 
Knight Ore 
Land of Legends 
Leader Board 

Leather Goddesses Of Phoebus 
Little Coiputer People 
Marble Madness 
Hetal 1 lea 
Metropolis 

Micro League Basebal 1 

Mindshadow 

Moon Mist 

Ninja Mission 

Ogre 

One On One 

Pawn 

Phaiarx 

PInball Wizard 

Planetfal! 

Pool 

Portal 

Power Play 

Q Ball 

Racter 

Revenge II 

Roadwars 

Rockford 

Rogue 

Roiantic Encounters at the Doie 
S.D.I. 

Seven Cities Of Gold 

Sidewinder 

Silent Service 

Sinbad 

Sky Fighter 

Skyfoi 

Slap Fight 

Space Battle 

Space Quest 

Space Ranger 

Star League Basebal 1 

Super Huey 

Teiple Of Apshai Trilogy 

Terrorpods 

Test Drive 



Anco 


£9.95 


Microillusions 


£29.95 


Electronic Arts 


£24.95 


Mastertronic 


£9.99 


Anco 


£9.95 


Electronic Arts 


£49.95 


Microillusions 


£24.95 


Sublogic 


£59.95 


Microillusions 


£24.95 


Gaiestar 


£24.99 


Digital Creations 


£49.95 


Microdeal 


£24.95 


Rainbird 


£24.95 


Microprose 


£39.95 


Ac t i v i s i on 


£24.95 


Act i vision 


£24.95 


Infocoi 


£29.95 


Infocoi 


£34.95 


Diaiond Gaies 


£19.95 


Grand Slai 


£24.95 


Audiogenic 


£14.95 


Microdeal 


£24.95 


Microdeal 


£24.95 


Anco 


£9.95 


Mastertronic 


£9.99 


Mirror Soft 


£29.95 


Sierra 


£29.95 


Rainbird 


£19.95 


Microi 1 lusions 


£49.95 


Access 


£39.95 


Infocoi 


£34.95 


Activision 


£34.95 


Electronic Arts 


£29.95 


Mastertronic 


£9.99 


Melbourne House 


£19.99 


Hicro League 


£59.95 


Ant i vi si nn 


£24.95 


1 U 1 UVfUl 


£29.95 


Mastertronic 


£9.99 


Origin Systeis 


£24.95 


Ariolasof t 


£29.95 


Rainbird 


£24.95 


Anco 


£9.95 


Klngsoft 


£19.95 


Infocoi 


£29.95 


Mastertronic 


£9.99 


Acti vision 


£24.95 


Arcana 


£19.95 


Engl ish Software 


£19.95 


Mindscape 


£36.00 


Mastertronic 


£9.99 


Melbourne House 


£19.99 


Melbourne House 


£19.99 


Mastertronic 


£9.99 


Mirrni 1 lucinnc 

1 1 1 1*1 Ui J 1 U3 1 UII3 


£39.95 


r i npiaua r p 
v i uc Ma waic 


£49.95 


Ar i n 1 asnf t 

rVi 1UI agUl V 


£29.95 


Ha s t pr i run i r* 


£9.99 


Microprose 


£39.95 


Ci neiaware 


£29.95 


Anco 


£14.95 


Ariolasof t 


£29.95 


iiagine 


£24.95 


Anco 


£9.95 


Sierra 


£29.95 


Mastertronic 


£9.99 


Gaiestar 


£29.95 


Cosii 


£19.95 


Epyx 


£39.95 


Psygnosis 


£24.95 


Electronic Arts 


£24.95 
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THE GREAT COVER UP! 




Your swish new Amiga 500 should not 
be subjected to the ordeal of C — coke, 
coffee, crumbs and crips — at least not 
while you are not using it! So the best 
thing to do is cover it up — keep it 
protected by an exclusively designed 
Amiga 500 cover. Each CCI Amiga 500 
cover is tailor-made, to fit the machine, it 
has the official Amiga logo printed in full 
colour on the top and is specialy created to 
give complete protection against dust and 
other damaging substances, it is expertly 
sewn throughout, fully bound and manufac- 
tured from very high quality grey supported 
nylon material. 

It has a special mouse pocket and the whole 
cover fits snugly over the complete Amiga 500 
computer, giving it extra protection to help keep 
it in good working condition. 
The Amiga 500 cover — only £7.99 inc. p&p. 

Commodore Amiga User International 

40 Bowling Green Lane, London EC1R ONE 
I enclose cheque/P.O. No. 

for the amount shown above payable to 'Croft ward Ltd' or please debit 
my ACCESS account No. 



Signature 



Expiry date 



| Name 
I Address 



I Telephone Number 



Please allow 28 days for delivery. 



The great 
AMIGA 
Cover 
Up! 




Keep your AMIGA 
protected with a 
strong, top quality, 
fire proofed cover. 
Specially designed 
for the AMIGA 1000, 
it has a neat mouse 
pocket to keep the 
control device safe, 
too. At only 
£15.95 (plus 50p p&p) 
its a great way to 
keep dust and dirt off 
[your computer. When 
you're not using it 
cover your AMIGA 
up and keep it safe! 



r • I 

To: Commodore Business and Amiga User 
40 Bowling Green Lane, London EC1R ONE 

I want you to rush me a special AMIGA cover. I enclose a 
cheque (sterling) for £16.45 (add £1 for postage outside 
the U.K. and Ireland) made payable to 'Croftward Limited' 
Name ( 

Address 



Access I 



L 



Signature 
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Lattice C 4.0 (Developers) 
Macro Assembler 
Marauder 2 

MCC Toolkit With Multi-user Utility 

Hetascope Debugger 

Modula-2 

Modula-2 Developers Version 

MS DOS-C Cross Conpiler 3.1 

Hulti Forth 

Panel Screen Design 

RAM Disc 

Screen Editor 

Shell Enhanced CLI 

Text Utilities 

True Basic Language 

True Basic Runtiie Systei 

UBZ Forth 

Unix Compatible Make 

USCD Pascal - The Power Systei 

Zing! 



7. Music 

AudioHaster 

Deluxe Music Construction Set 

Drun Studio 

Dynaiic Druis 

Future Sound 

Instant Music 

It's Only Rock And Roll 

Music Student 1 

Music Student II 

Music Studio 

Music X 

Sonix (was Musicraft) 
Soundscape MIDI Interface 
Soundscape Pro MIDI Studio 
Soundscape Sound Saipler/Digitser 

8. CAD/CAM/Drawing 

Aegis Draw 
Dynaiic CAD 
PCB Layout 
PCB Logicworks 
I-CAD 



9. Other 

Business Statistics 
Decision Analysis 
Deionstartor 
Discovery 

Flow Ideas Processor 
Ga I i 1 eo 

Hose Control Systei Starter Pack 
Isgur Portfolio 
Hulti-Variate Analysis 
Portfolio, Gold 

Sales And' Marketing Forecasts 
The Plane tariui 



Lattice £299.95 

Metacoico £60.82 

Discovery £30.00 

Metacoico £39.95 

Lattice £75.00 

Modula-2 £99.95 

Modula-2 £149.95 

Lattice £325.00 

Creative Solutions £179.00 

Lattice £145.00 

MicroForge £24.99 

Lattice £75.00 

Metacoico £49.95 

Lattice £55.00 

True" Software £149.95 

True Software £149.95 

UBZ Software £85.00 

Lattice £75.00 

Pecan £79.95 

Meridian £54.19 



Aegis £49.95 

Electronic Arts £99.95 

Hi Tec £39.95 

New wave Software £89.95 

Applied Visions £170.00 

Electronic Arts £29.95 

Electronic Arts £29.95 

ACS £49.95 

ACS £49.95 

Activision £34.95 

Microillusions £299.95 

Aegis £79.95 

Hiietics £59.00 

Miietics £184.99 

Miietics £124.99 



Aegis £169.95 

Microillusions £495.00 

Soft Circuits £499.00 

Capilano £99.95 

Taurus £450,00 



iionheart £145.95 

Lionheart £110.95 

Meridian £69.95 

Microillusions £39.95 

New Horizons £99.95 

Infinity £55.00 

MDR £375.00 

Batteries Inc. £249.95 

lionheart £145.95 

MDR Interfaces Ltd. £9.95 

Lionheart £145.95 

Microillusions £69.95 



68020 14 Hhz CPU Board 

68020/68881 Fast/iaths Piggyback Board 

A3 Graphics Tablet 

A4 Graphics Tablet 

Alegra 512K Meiory Expansion Board 

Aiiga Dust Cover (500) 

Aiiga Dust Cover (1000) 

Digiclear (captures froi video/caiera) 

Genlock Uith Software Utilities 

H.A.M. 4096 Colour Digitiser 

Hawk Scanner 

High Resolution Flicker Free Monitor 

Jitter Rid For 1081 Monitor 

Kickstart Eliiinator 

Model Leads 

Perfect Sound Saipler 

Polaroid Palette And Interface Systei 

Real Tiie Clock 

Sidecar (provides IBH compatibility) 
Sidecar Uith Aiiga Systei 1 



11. Printers 

7 Colour Ink Jet Printer 

A3 4 Colour Pen Plotter 

A3 6 Colour Pen Plotter 

A4 4 Colour Pen Plotter 

High Quality Colour Printer 

High Quality Ink Jet Printer 

Juki 5510 i80cps/NLQ/DQ Hatrix Printer 

Laser Printer 300 dpi 

Laser Printer 300 dpi 

Laser Printer 300 dpi Vector Graphics 

Okiiate 20 Printer Uith Aiiga ROM 

Printer Cable 

Toner Cartridge (black, brown, blue) 



12. Disk Drives and Storage 

20 Hbyte Hard Card (needs Sidecar) 

30 Hbyte Hard Card (needs Sidecar) 

3M 3.5in Disks, DS, DD, Box 10 

3M 5.2in Disks, DS, DD, Box 10 
Disk Box, 40 x 3. Sin Disk Capacity 

External 3.5" Disc Drive 

External 3.5" Disc Drive 

Supra 20 Mbyte Hard Disk Uith Clock 

Supra 60 Mbyte Hard Disk Uith Clock 



13. Books 

Advanced Aiiga Basic 

Aiiga DOS Manual 

Aiiga Programers Guide 

AiigaDOS Reference Guide 

Beginners Guide 

Eleientary Aiiga Basic 

Hardware Reference Manual 

Intuition Reference Manual 

Modula-2 Seafarers Guide/Shipyard Han 

Presenting The Aiiga 

Prograuers Handbook 

ROH Kernal Reference Hanual I Exec 

ROM Kernal Reference Manual II 

The Aiiga Handbook 

The Aiiga Systei 



CSA 


£975.00 


CSA 


£1,480.00 


Cherry 


£550.00 


Anakin 


£499.00 


Access Associates 


£230.00 


Aiiga User 


£7.99 


Aiiga User 


£16.45 


Busbyte 


£79.00 


Interactive 


£430.00 


Digiview 


£179.00 


Burocare Systeas 


£,1350.00 


Mitsubishi 


£799.00 


Ideas Created 


£19.95 


Supra 


£179.00 


Various 


£19.95 


SunRize Industries 


t f U. UU 


Polaroid/ laprint 


£1,550.00 


Busbyte 


£59.90 


CoiBodore 


£699.00 


Cnnundore 


£1,475.00 


Canon 


£449.00 


Hitachi 672 


£599.00 


Sektronic SPL 430 


£899.00 


Epson H180 


£399.00 


Mitsubishi 


£4,135.00 


Xerox 


£1,195.00 


Juki 


£260.00 


Canon LPB8-A1 


£2,600.00 


QHS 


£1,995.00 


Canon LPBB-Bi 


£3,799.00 


Okiiate 


£173.90 


Busbyte 


£19.95 


Canon 


£86.00 


ITech 


£695.00 


XTech 


£995.00 


3H 


£47.00 


3H 


£37.00 


Hfori 


£19.95 


Guiana 


£114.95 


NEC 


£114.95 


Supra 


£793.35 


Supra 


£1,608.85 


Coipute! 


£14.95 


Bantai 


£24.95 


Coipute! 


£14.95 


Coipute! 


£12.95 


Coipute! 


£14.95 


Coipute! 


£12.95 


Addison Uesley 


£23.70 


Addison Uesley 


£23.70 


Addison Uesley 


£16.30 


First Publishing 


£9.95 


Sybex 


£24.95 


Addison Uesley 


£23.70 


Addison Uesley 


£33.20 


Sunshine 


£7.95 


Precision 


£9.95 



10. Peripherals and Accessories 

2 Mbyte RAM Expansion Coispec £595.00 

32 Bit Turbo Aiiga Systei CSA £5,475.00 
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Together, 

They'll Take Your Thoughts And Words 
Anywhere An Amiga Can Go. 




Outline format organizes ideas and informa- 
tion. Select any topic to expand. 
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Expand uith subtext: then dick to hide subtext. 
To change outline order, just drag any heading 
or paragraph to new position and dick. 
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Cm/ a«J /ws/e between screens, up to four at 
once. 



Inside Your Mind 
To Capture Ideas 
As They Happen. 

Never let another brainstorm slip by. 
Turn it loose in How™, the idea pro- 
cessor for Amiga. Whether you are 
working on a term paper or a business 
prospectus, Flow's outline format lets 
you jot down ideas quickly to build a 
preliminary framework Then expand 
those ideas with subtext. Click to see 
the details, then click again to hide them 
and keep the big picture up front. Flow's 
flexibility gives you freedom to elim- 
inate, rearrange and manipulate ideas 
so easily, you'll never use a scratch 
pad again. 

The same process also works wonders 
on catalogs or to-do lists, speedily re- 
ducing large amounts of random data to 
multiple levels of organization. It's also 
great for scheduling and tracking 
projects over a period of time. And 
when you are ready to turn that Flow 
outline into a finished paper, the docu- 
ment can be loaded into Pro Write or 
other Amiga word processing software 
for further work 

It's a snap to use, with most com- 
mands mouse or keyboard operative, 
and multi-tasking power as well. So let 
your thoughts go — with Flow! 



FLOW 

£60 



Over The Rainbow With The 
Onty Multi-font Color 
Graphics Word Processor. 

Pro Write™ masters the potential for 
Amiga word processing by giving you 
more than ho-hum words-on-a-page. Un- 
leash the power of color in command- 
ing headlines. Highlight key paragraphs 
or make important words jump off the 
page in full-spectrum hues. The possibil- 
ities are endless with ProWrite's wide 
variety of fonts, sizes and styles. 

And when words alone aren't enough, 
punch up your document with IFF color 
graphics. Put text anywhere above, be- 
low or alongside the picture; even wrap 
words around the graphic for profes- 
sional impact. And the active "what you 
see is what you get" principle means 
you know your printed output will live 
up to your best intentions. 

Easy to use, Pro Write responds to 
mouse or key commands on most 
operations and features all the word 
processing tools you want: easy-to-set 
tabs and margins, multiple-line headers 
and footers, and paragraph-based format- 
ting. Plus you can cut and paste among 
up to eight windows at once, and take 
full advantage of the Amiga's multi- 
tasking powers. 

For any way you work with words, 
Pro Write is perfect: designed to com- 
bine creativity and versatility in an 
extremelv easy-to-use package. 

PROWRITE 



New Horizons £75 



0 



w 



First In Personal Productivity And Creativity. 

P.O. Box 43167/Austin, Texas 78745/512-328-6650 

ProW rite and Flow are trademarks of New Horizons Software, [nc. Amiga is a registered trademark of Commodore-Amiga. Inc. 
Amiga Centre Scotland, 4 HArt Street Lane. 
Edinburgh EH1 3RN 031 557 4242. 




or to highlight key- words. 
>ics into copy. 



Choose the font, styie, point size and color that 
best suits your work. 
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Cut and paste between screens, up to eight at 
once. Wrap words around graphics for a profes- 
sional look. 



Prices include VA T 



3 5" 
EXTERNAL 
DRIVE 

£115inc.VAT 

GENLOCK 

£285 inc.VAT 



AMIGA 500 

INCLUDES FREE 
Deluxe Paint 
Arozoks Tomb 
Box of 10 Discs 

£399 +vat 



POLAROID 
PALETTE 

with Liquid Light 
interface 

£1350+ vat 

The system allows the user to 
take Full colour pictures of the 
screen with great ease. 



THE VDAMIGA VD3 REAL-TIME DIGITIZER 
PAL AND NTSC STANDARD 

VD3 - £550+ vat 

The VDAmiga allows the user to take en input from a video and convert it to an Amiga format. 

THE VD3+ COLOUR DIGITIZER 

VD3+ -£795+vat 

The VD3 + allows the user to digitize in full 4096 colour from any video source including tape. 

THE HAWK AMIGA SCANNER 

£1173+vat 

The Revolutionary Flat-bed Scanner 
A SCANNER A PRINTER A PHOTOCOPIER 

Scanner: 16 Levels (4 bit) of Grey scale with 200 x 200 (40,000 d.p.s.i.) scanning density. 
Printer: Uses thermal continuous paper roll and has software controlled contrast. 

THE AMIGA CRP GRAPHICS TABLET 

A3 -£595+ VAT A4-£360+vat 

Resolution: 0.1 m.m. or 10 point/m.m., or 250 points per inch. 

Absolute Accuracy: +/-0.5m.m. (0.020") 

Surface: Harmless to magnetic media, does not interfere with nearby devices. 

Compatable: Compatable with Dpaint II, Graphicraft, Digipaint. 
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WE STOCK A WIDE RANGE OF SOFTWARE. 

FOR ALL YOUR AMIGA REQUIREMENTS 

BUROCARE COMPUTER SYSTEMS 

211 KENTON ROAD, KENTON, HARROW, MIDDLESEX HA3 OHD 

TEL 01 -907 3636 FAX 01 -907 0027 



